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Finding a new subject for an editorial, or 
Philosophy installment if you prefer, every two 
months isn't all that it's cracked up to be. The 
chance to wax rhetorical on a subject of your 
choosing isn't all that glamorous when you 
simply don't have much to say. In such trying 
times I've found it expedient to fall back on an old 
trick employed by tired editors from time 
immemorial . . . letters. In resorting to this old 
standby one more time I not only found my 
column but stumbled upon something that has 
needed doing for a long time. 

I could fill this column with dozens of gushing 
"you're wonderful" plaudits but I doubt whether 
it would accomplish much besides turning a few 
stomachs. Often the best way to determine what 
you're doing right is to perceive what others 
think you're doing wrong, so with that in mind 
here are representative complaints from two of 
your brethren readers. 

Dear Mr. Greenwood. 

I have "two" complaints about Volume 15 #3 of 
THE GENERAL that I believe are well founded. First. 
you state on page 18, "While we would I ike to include 
these extras (variant CRETE/MALTA counters) free 
in every issue as an added bonus, we couldn't do so 
without increasing the price of the magazine." Why 
not? First of all you only sent an 8x1 1" insert instead 
of the usual 11 x 1 7" insert; you could have printed 
very nicely the variant counters for CRETE/MALTA 
and WAR AT SEA on the page you left out. To add 
insult to injury this is the same issue that you raised 
the price of the magazine. It seems as though you left 
out the counters on purpose so that we would have to 
buy them from you at your profit- Why didn't you 
include the paper counters along with the variant, 
after all a subscriber who pays for a magazine 
shouldn't have to invest more money on something 
that should have been included in the first place. Sure 
if you would have included some paper counters they 
wouldn't be professionally mounted, but if someone 
is "truly interested in exploring the variant" he can 
shell out the two bucks. Someone like me, however, 
who would like to try some CRETE/MALTA scenarios 
could cut out the paper counters and mount them 
himself. I'm not saying that you should not have 
"professional" counters available, but if you also had 
them in the magazine a person could try the variant 
and decide if he thinks it merits the buying of 
"permanent ooumers." 

The second complaint I have is some of the 
comments you made in the Avalon Hill Philosophy 
Part 69. In it you say that. "Many readers of the 
General are not hard-core wargamers, and have little 
interest in fantasy, miniatures, or even wargames of 
other manufacturers ." This statement is a little too 
naive. I think that a person who invests money to 
subscribe to a wargame magazine such as THE 
GENERAL must be pretty hard-core It has been my 
experience and that of many of my wargame 
opponents that what separates a gamer with a 
passive interest in the hobbyfromone being hardcore 
is the supscription to a highly specialized magazine 
such as THE GENERAL 

The other ridiculous item that I read in A.H. 
Philosophy, Part 69 was the following sentence, "It is 
most distressing to a casual gamer to travel upwards 
of 100 miles only to find little activity in his ma in field 
of interest." For my part I do not know any "casual" 
gamer that would travel 100 miles to a wargaming 
convention. Maybe according to you, one must travel 
100 miles to a wargaming convention and must play 
"fantasy, miniatures, or even wargames of other 
manufacturers," to be considered a real wargamer. 
Here I think if you believe this, as you imply in the A.H. 
Philosophy Part 69. you are wrong. One can have a 
very limited field of interest (say SQUAD LEADER) 
and be hard-core. 



One final complaint I have is your incessant use of 
the word "love affair" throughout the pages of THE 
GENERAL. For example on Page 22, Vol. 1 5 No. 2 you 
say, "Stuart Smart is one of those incurable THIRD 
REICH enthusiasts whose tove affair for the game is 
only slightly marred by its abominable rules." Do you 
have love affairs with your wargames at AH? This 
figure of speech sounds very strange and I believe it 
should be left out of the pages of THE GENERAL 
Maybe if someone at A.H. has a love affair with a 
game he is a real wargamer ... I don't know. 

At the time of the writing of this letter my views 
toward Avalon Hill and THE GENERAL are at a low 
point. Please cheer me up by answering this letter or 
publishing it in your letters section and answering h 
there. 

Anthony Koroly 
San Diego, CA 

Nobody is perfect, least of all me or good ol' 
Avalon Hill, but I think you doth protesteth too 
much. First, who said we "left a page out"? 
When were you ever promised an 11" x 17" 
insert in every issue? If you've been with us very 
long you know that one of the major gripes of the 
readership several years ago was the absence of 
any insert at all. Readers had to cut up their 
magazines in order to enter contests or use 
postage coupons, etc, Adding inserts to the 
maximum 36 pp. format (maximum due to the 
limitations of our binding equipment) was a 
major expense not covered by subscription 
revenues, but now readers complain that the 
insert has material on both sides and they still 
can't cot out the necessary forms without 
ruining their inserts— which have magically 
become part of the magazine. Well, guys, there 
comes a time when you've gotta admit that you 
can't have your cake and eat it too. If you want 
that variant map or counters on the back, you'll 
have to forego the stuff on the other side or 
spring for a photocopy. There is more involved in 
the addition of an insert than the simple matter 
of extra paper and printing. Hand collated inserts 
are both time consuming and expensive. Every 
time I add one the magazine exceeds its budget 
and I must deliver the old "good will" speech to 
the auditors again. Thus, it behooves me to cut 
corners where I may and save the big expend- 
itures for when they're really needed to aug- 
ment a feature — such as occurred in Vol 1 5, No. 
4 with the Strategic SUBMARINE maps. But 
back to Vol. 15, No. 3 and your specific 
complaint. Although I can see the merit of 
printing variant counters for the "scissors and 
paste" set, there are more arguments against it 
than for it. First, it has been my experience that 
most gamers today are not interested in 
anything they have to "cut and glue". If the 
counters are not die-cut, they don't want to 
bother with it. I'm certainly part of that genera- 
tion. Second, if a person is "truly interested in 
exploring the variant" and doesn't want to part 
with the $2.00 he still has the option of cutting 
his CflfTf counters out of the magazine itself, or 
making his own on blanks from the descriptions 
in the article. Third, any counters printed on the 
insert could consist of no more than two colors. 
We can do the 36 pages of THE GENERAL in four 
color process with one pass through our four 
color press. A little job like an insert however 



Continued on Pg. 32, Col. I 
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PACIFIC THEATRE VIA MIDWAY 



Bv Alan R. Moon 



MID WA Y. a 15 year aid survivor of war- 
gamirtg's early days (dare we say "classic") remains a 
favorite of many present day gamers despite the 
advancement of "the stale of the art" since 1964. By 
today's standard, the game may he too simple for 
most, hut many still enjoy its classic (sorry, just hud 
to say it) simplicity and smpemeful search 
procedures. The biggest drawback of the game may 
well he the player's lack of imagination. All too 
often play becomes stereotyped along the widely 
believed best course of play; i.e. waiting to combine 
the first three Japanese groups & then steam en 
masse for Midway. Despite the set OB and 
objective, play can vary greatly from game to game 
simply by the application of different strategies. The 
American player in particular, thanks to his 
superior search capabilities and lack of objective, 
has an ewe/lent opportunity to exercise his guile 
with clever hide & seek tactics and an ability to 
dictate the site and time of the inevitable buttle. The 
Japanese player, for his part, can refuse to accept 
these terms, decline the perceived "best" course of 
play, and set out on his own tack to upset the 
standard flow of events. For in SflDWA Y, the best 
"strategy" is not necessarily the best if it can be 
anticipated. The unexpected course is often the best. 

Despite ail of the above soapbox protestations 
to the contrary. Alan Moon's Coral Sea variants do 
add a lot of spice and variety to an old favorite 



which may have grown stale with repeated play. In 
keeping with our recent policy of backing up classy 
variants with die cut counters, readers may order the 
necessary parts for $4.00 from our parts dept. Ask 
for the Coral Sea Midway variant kit. Each kit 
contains two die cut full color counter sheets (one 
t/l" sheet of ship search and plane counters and one 
2" x '!:" ship battle board counters) and two actual 
size, full color, unmounted maps. Maryland 
residents please add 59< State sales tax. A II orders 
should add 40c for postage and handling 
(GENERA L postage coupons may not he used to 
order this or other pans orders. 

CORAL SEA 

MIDWA Y is a game with a clean system which 
is almost always different, and rarely dull. It is a 
classic, however, and as such was designed before 
the multi-scenario game era. Luckily, the system can 
be transferred to other battles quite easily, so for 
those who want a change, every hundred games or 
so, ] introduce the Pacific Theatre via Midway. 

Many people believe that Midway was the lirst 
carrier battle in the Pacific, when that honor 
actually went to the Coral Sea. The action in May 
1942 was to be the first of a number of intense 
struggles between, for the most part, fairly equal 



forces, in the area. However, the first battle of the 
Coral Sea, though not a decisive victory for either 
side, was a sign of things to come for the Japanese. 
Midway was to seal this doom! 

By May 1942, the Japanese had advanced across 
the Pacific, capturing key bases as far south as Lae 
on New Guinea. May 3rdsawthem landalTulagito 
establish a seaplane base, with which to patrol the 
eastern part of the Coral Sea. The major plan 
though, was to land a large invasion force at Port 
Moresby. From there. Japanese planes could 
control New Guinea completely and Australia 
would be within striking distance. Troops and 
transports assembled at Rahaul. The light carrier 
Shoho and the seaplane tender Kamikawa were sent 
to support the invasion, while the carriers Shokaku 
and Zuikaku patrolled the east, in case American 
carriers appeared. A carrier strike had raided 
Australia in February and met little resistance, 
leaving the Japanese confident of success. 

What the Japanese didn't know was that the 
Americans had been intercepting and decoding 
Japanese messages, and were totally aware of their 
plans. Carriers Lexington and Yorktown were sent 
to meet the invasion. 

The morning of May 4th opened with a mini- 
Pearl Harbor at Tulagi as the Yorktown's planes 
surprised the base. The attack did tremendous 
damage to the transports and equipment there, but 
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CORAL SEA HIT RECORD 



ALLIED SHIPS 

Lexington 10 I I I 

Yorktown 10 I I I 

New Orleans 3 I I f 



I 



Minneapolis 3 
Australia 3 
Portland 3 



n 



Chester 3 
Chicago 3 
Astoria 3 



n 



Hobart 2 



CARRIER CAPACITY 

Lexington: (Maximum Capacity: 26) 




BASES 

New Caledonia: (Maximum Capacity — Unlimited) Bomber Readying Time — 4 Turns 
Australia: (Maximum Capacity — Unlimited) Bomber Readying Time — 2 Turns 
Port Moresby: (Maximum Capacity — 50) AA: 4, Bomber Readying Time — 3 Turns 



LAND-BASED PLANES 



Yorktown: (Maximum Capacity: 26) 



F 7 




Dl3 




T 4 



B24 




D 3 




T 5 




F14 



If Japanese ships are sighted in rows 5, 6, or 7, these planes are available at Australia: 



STARTING POSITIONS 



Row I East edge or south edge of G, H, or I. 

TIME RECORD 




<t 














* 


lO 
















in 


CD 
















(D 


r^ 






























>■ 


>■ 
















>■ 


>• 
















>• 


>. 






























CO 


ra 
















ca 


















CD 


A 
















5 














5 


:> 
















2 


:> 
















£ 


5 
















o 


o 


CD 










*-? 


-*S 


o 


a 


CD 


CD 


CD 


CD 


CD 


-^ 


■t* 


CD 


CD 


CD 


CD 


CD 


CD 


CD 


-•- t 


.C 


CD 


CD 


CD 








CD 






CD 


cd 








tto 






CD 


a 


CD 


CD 


CD 


CD 












CD 


CD 


CD 


CD 




CD 


CD 


CD 


CD 






CD 






























r-. 


















r^ 


















r^ 






CD 


~^ 


1— 1 


1—t 




z 


z 




CD 


o 


T— 1 


*"** 




■— • 


z 










*~* 


•—* 




•"■ 


^: 


2= 


CD 


CD 


CD 








■""■ 







































































IT 



JAPANESE SHIPS 

Shokaku 10 
Zuikaku 10 
Shoho 6 
Kamikawa 5 I I I 

CARRIER CAPACITY 

Shokaku: (Maximum Capacity: 24) 



Myoko 3 
Haguro 3 
Aoba 3 
Kinugasa 3 



Furutaka 3 
Yubari 2 
Tenryu 2 
Tatsuta 2 



AP One 4/1* 


□ 


AP Two 4/1* 


□ 


AP Three 4/1* 


□ 


AP Four 4/1* 


□ 


AP Five 4/1* 


□ 



"4 points before or during landing: 1 point after landing 



F 7 


D 6 




T 7 



Zuikaku: (Maximum Capacity: 24) 



BASES 

Rabual: (Maximum Capacity — 60) AA: 
Lae: (Maximum Capacity — 40) AA: 2, 
Shortlands: (Maximum Capacity — 12) 
Kavieng: (Maximum Capacity — 8) AA: 
Tulagi: (Maximum Capacity — 6) AA: 1 

LAND-BASED PLANES 



F 7 




D 6 




T 7 



B12 




F25 




T 16 



4, Bomber Readying Time — 3 Turns 
Bomber Readying Time — 5 Turns 
AA: 2, May not accept bombers or dive bombers 

1, May not accept bombers 
, May not accept bombers or dive bombers 

If American ships are sighted in Rows 1 , 2 or 3, 
these planes are available at Truk: 



Shoho: (Maximum Capacity: 9) 




F 2 D3 T 3 



Kamikawa: 



F 3 



May not accept 
dive bombers 



STARTING POSITIONS 

North edge or at Rabaul. APs must start at Rabaul. 'APs cannot move until the Night, May 4 turn. 

VICTORY POINTS 

Both sides receive one point for every three enemy planes destroyed (record these points during each night turn before taking 
replacements) as well as the usual points for ships sunk. 

The Japanese receive 20 points for landing an AP at Port Moresby. An AP must remain stationary for two turns after arrivaltobe 
considered successfully landed. The Japanese also get 5 points for landing an APat Guadalcanal, but such a landing only requires 
the AP to remain stationary one turn after arrival. Landing more than one AP at either location does not yield additional points. 

The Allied player receives 5 points if the Japanese don't land at Port Moresby and 1 points if all APs are destroyed prior to 
landing. 
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also alerted the Japanese that American carriers 
were in the area. The Japanese carriers streaked 
toward the scene while the transports, having left 
Rabaul waited at sea for the results, but May 5th 
and 6th passed with no sightings by either side. 

On May 7th. both sides found each other and 
planes were launched. American planes, looking for 
the big carriers, found the Shoho instead. Under 
tremendous punishment, she sunk in less than a half 
an hour. The Japanese strike, meanwhile, could not 
find the American carriers, and sunk only two 
minor vessels. Other strikes were launched by both 
sides but none found the other's carriers. 

May 8th brought sightings by both sides once 
again, and more strikes. The American planes 
concentrated on the Shokaku and inflicted severe 
damage, but she refused to go down. The Japanese 
planes finally found their targets and the Lexington 
joined the Shoho at the bottom of the Coral Sea. 
Both sides withdrew, battered but each claiming 
victory. The transports turned back to Rabaul, the 
invasion had been stopped, but the Americans had 
lost one of their handful of carriers while only 
sinking a light carrier in return. The first battle had 
ended in a tactical Japanese victory, but the Coral 
Sea would claim many more ships and men in the 
coming years. 

RULES 

All Avalon Hill rules are in force, except as follows: 

Bombers — 

1. Bombers have a range of 20 zones. 

2. Bombers may not land on carriers or at bases 
that do not accept them. 

3. Bombers attack ships like dive bombers 
(from directly above), except that every three 
bombers count as one attack factor (drop fractions). 
This is a separate attack; bombers may not attack in 
the same wave as other planes. Bomber losses are 
determined by the odds of the attack; 1-3 or less = 2 
of every three bombers are lost, 1-2=1 of every three 
bombers is lost, and l-l or more = no bombers lost. 
Attacks at less than 1-3 are treated as 1-3. Bombers 
may not attack more than one ship in a single battle. 
Fighters must defend on the battle board as 
additional screening factors vs bombers attacking 
ships. 

4. When attacking bases, bombers must first 
fight any fighter cover, and then take AA fire, before 
bombing. Bomber vs fighter combat is resolved on 
the fighter vs fighter table with the bombers as the 
attacker. The number of bombers is divided by two 
(round down) before figuring odds. Losses are 
multiplied by the number of multiples of 12 
bombers. For instance: 37 bombers Fighting 12 
fighters would be fought on the l-l column, but 
losses would be tripled because of the 3 multiples of 
12 bombers. AA fire is resolved by checking the A A 
strength and then rolling one die on the appropriate 
table for every six bombers or fraction thereof. 
After fighter and AA combat, the remaining 
bombers attack the base. For every two bombers, 
one hit is scored on the base and one plane on the 
ground (if any) is destroyed. 

5. When bombers have fighter escort, fight a 
normal fighter vs fighter combat, with the defender 
pealing off excess fighters of his choice to fight the 
bombers. 

6. Dive bombers and torpedo planes may also 
attack bases, acting as bombers. For every four 
T/ D, one hit is scored and one plane destroyed. 
T/ D may not combine with bombers but both may 
attack the same base in the same turn. Attacker has 
the choice of what type planes will attack first 
(thereby suffering the most losses if fighters are 
present). The defender must use at least enough 
fighters to get a l-l attack (unless impossible, in 
which case all fighters must fight the first group) 
against the first group (type) of bombers. 



7. Bombers may never abort their missions. 
This includes T/D acting as bombers. 

8. Bombers do not ready in one turn like other 
planes. Readying time is dependent upon the base 
and scenario being played. Bombers may begin any 
scenario in readied condition. 

Bases— 

1. The following is a list of bases and their 
locations, used in other scenarios. 

Gili-Gili (B4H), Henderson (F4F), Ndeni (14G). 
Espiritu Santo (I6G) Buka (D2E), Buin (D3C), Buna 
(A4C). Gasmata (B3B) 

2. Bases available, plane capacities, types of 
prohibited planes, AA strengths, and bomber 
readying times are listed in each scenario. 

3. Each base also has a knockout number. If a 
base takes hits equal to or more than its knockout 
number, there is a chance that the base has been 
made inoperable for that day; roll a die and a roll of 
5 or 6 knocks out the base till 0700 of the next day. 
Planes may not land or take-off from knocked out 
bases. Damage for each day is cumulative, and each 
time an attack scores additional hits after the 
knockout number has been reached, the die must be 
rolled again (unless the base is already knocked 
out). A base that receives twice as many hits as its 
knockout number is automatically knocked out. 

4. AA Tables: 



Strength 
Die 


1 


1 


3 


4 


1 














2 
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1 


1 


4 


1 


1 


1 


2 


5 


1 


1 


2 


2 


6 
Suicide Missions— 


1 


2 


2 


2 



No one-way (beyond range) missions are 
allowed in any scenario. 

Replacements- 
Each side receives replacements at the end of the 
second night turn of each day. One plane of each 
type (F, B, T, D) may be returned for every four of 
each type destroyed that day. Odd amounts of 
destroyed planes may be saved till the next night. 
Only one plane of every three replacements may be 
put on carriers. All replacements must ready before 
flying. 

Searches — 

1. Each side gets 3 searches in all scenarios. 

2. Searches may only be made within twelve 
zones of ships or within 5 zones of bases. New 
Caledonia, Australia and Truk can not be used to 
search from. 

Terrain— 

Fighters cannot fly through mountain squares. 

Off-Board Bases 

1. Planes fly to and from off-board bases by 
using the specially marked squares at the edges of 
the map. The number is the number of zones it takes 
a plane to reach that zone on take-off or the number 
left to land. 

2. Planes may shuttle back and forth to 
Australia and New Caledonia with no penalty other 
than normal readying requirements. 

3. Japanese planes can land at Truk, but cannot 
fly again in the game. Additional planes can be held 
off the board, but once entered, must abide by this 
rule. 

4. Off-Board bases may not be attacked. 

5. Ships may leave the board but may not return. 



Destroyers— 

The Japanese had more destroyers than the 
Americans in all of the Coral Sea actions. To 
account for this, the Japanese may add two (2) 
factors of AA, once each turn, to any attack on one 
ship. 

Base Knockout Numbers— 

25 Rabaul, Port Moresby 
18 Lae, Henderson, Buin, Espiritu Santo (Santa 
Cruz) 

12 Espiritu Santo, Buna (Santa Cruz) 
5 Buna, Buka, Tulagi, Shortlands. Ndeni, Gili- 
Gili, Gasmata. Kavieng 

EASTERN SOLOMONS 

A month after the battle of the Coral Sea, the 
Americans avenged the loss of the Lexington, as 
four Japanese carriers were sunk at Midway. The 
Japanese advance across the Pacific was slowed. 

In the South Pacific though, they were still on 
the move. In July, construction began on an airfield 
at Guadalcanal, and on New Guinea Japanese 
troops captured Buna, southeast of Lae. 

The Americans reacted quickly, marines in- 
vading Guadalcanal and seizing the unfinished 
airfield. It was named Henderson Field after a 
Midway hero. 

Japanese reaction was likewise as swift, as wave 
after wave of planes from Rabaul attacked the field, 
and the Allied support ships. Japanese aerial losses 
were high and seemingly in vain. Each night, 
engineers repaired the damage done during the day. 

The Japanese turned their focus again to New 
Guinea, and Guadalcanal became a secondary 
objective. A large force was sent south over the 
Stanley Mountains in another attempt to take Port 
Moresby. Transports were sent to Gili-Gili in an 
effort to capture a newly built Australian base there, 
and a large carrier force, including the newly 
repaired Shokaku and Zuikaku. was dispatched to 
meet the expected American reaction, Other 
transports were also sent to reinforceandsupply the 
remnants of the force on Guadalcanal. 

August 24th opened with both carrier forces 
sighting each other early in the day. The Japanese 
plan was to use the CVL Ryufo and its escorts to 
draw off the main American attack, while planes 
from the Shokaku and Zuikaku attacked the 
American CVs. The plan seemed to be working as 
American planes did attack the Ryujo, never 
sighting the main fleet. The Ryujo was slaughtered. 
Japanese planes, however, were met by tremendous 
CAP and AA fire and only managed to inflict minor 
damage on the Enterprise, while losingan incredible 
number of aircraft and pilots. Other strikes failed to 
make contact, and both sides withdrew late in the 
day. A small group of planes did find the Japanese 
tender Chitose and it joined the Ryujo at the bottom 
of the sea. 

At about the same time, Australian troops had 
ended the New Guinea expansion by pushing 
Japanese troops across the Stanley Mountains, 
while Australian planes repulsed the landings at 
Milne Bay. The troops landed on Guadalcanal met 
heavy resistance and though the fighting continued, 
the Americans held onto Henderson Field. 

Round Two in the Coral Sea had gone to the 
Allies. 

SANTA CRUZ 

From August to October 1942, a heavyweight 
bout was fought between the Japanese Tokyo 
Express and the American Cactus Air Force on and 
around Guadalcanal. By night, the Japanese ran 
supplies down The Slot to their troops. By day, the 
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EASTERN SOLOMONS HIT RECORD 



cd 



AMERICAN SHIPS 

Saratoga 10 
Enterprise 10 
Wasp 1 

CARRIER CAPACITY 

Saratoga: (Maximum Capacity: 28) 



Minneapolis 3 
New Orleans 3 
Portland 3 



Mill 



San Francisco 3 L 
Salt Lake City 3 L 
North Carolina 9 L 



San Juan 2 
Atlanta 2 



F II 



D12 



T 5 



Enterprise: (Maximum Capacity:28 



F II 



D 12 



T 5 



BASES 

New Caledonia: (Maximum Capacity — Unlimited) Bomber Readying Time — 3 Turns 
Australia: (Maximum Capacity — Unlimited) Bomber Readying Time — 2 Turns 
Espiritu Santo: (Maximum Capacity — 10) AA: 2, Bomber Readying Time — 5 Turns 
Ndeni: (Maximum Capacity — 6) AA: 1, May not accept bombers or dive bombers 
Henderson: (Maximum Capacity— 25) AA: 2, Bomber Readying Time— 5 Turns 
Gili-Gili: (Maximum Capacity — 8) AA: 1, May not accept bombers 
Port Moresby: (Maximum Capacity — 50) AA: 4, Bomber Readying Time— 3 Turns 



LAND-BASED PLANES 



Wasp: (Maximum Capacity:24) 



FIO 



D9 



T 5 



B47 



F40 



D 6 



T 7 



If Japanese ships sighted in rows 5, 6, or 7, 
these pianes are available at Australia: 



STARTING POSITIONS Row I, East edge 




TIME RECORD 
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JAPANESE SHIPS 



Shokaku ' 
Zuikaku 1 
Ryujo 7 
Chitose 5 
Tone 4 
Chikuma ' 
Suzuya 3 
Kumano 3 


10 1 II II 1 




II 1 1 II 




MM 






1 1 1 




1 1 1 1 




\ 1 1 II 




1 1 1 1 




i I MJ 


CARRIER CAPACITY 

Shokaku: (Maximum Capacity: 24; 


FIO 




D 6 




T 7 


Zuikaku: 


M 


aximum C 


ap 


acity. 24) 


F 10 




D 6 




T 7 


lyujo: M 


axi 


mum Cap 


ac 


ty: 14) 


F 5 




6 




T 3 



Tone: (Maximum Capacity: 1) Fighter only 
Kirishima 6 I I I 
Hiei 6 I I I 



Atago 3 
Maya 3 
Takao 3 
Myoko 3 
Haguro 3 
Mutsu 8 
BASES 



rr tth 



nzr 



Kinugasa 3 
Aoba 3 
Chokai 3 
Furutaka 3 
Nagara 2 
Yura2 
Jintsu 2 



Chikuma: (Maximum Capacity: 1) Fighter only 

II I I Tatsuta 2 I I I 

MM Tenryu 2 CD 

MM AP One 4/1* D 

M M AP Two 4/1* □ 

] AP Three 4/1* □ 

] AP Four 4/1* □ 

] AP Five 4/1* □ 



Chitose: 



Rabaul: (Maximum Capacity— 60) AA: 4, Bomber Readying Time— 3 Turns 

Lae: (Maximum Capacity — 40) AA 4, Bomber Readying Time — 4 Turns 

Buka: (Maxium Capacity— 8) AA: 1, May not accept bombers 

Buna: (Maximum Capacity— 12) AA: 1, May not accept bombers 

Gasmata: (Maximum Capacity — 10) AA: 2, Bomber Readying Time — 5 Turns 

Shortlands: (Maximum Capacity — 12) AA: 2. May not accept bombers or dive bombers 

Kavieng: (Maximum Capacity — 8) AA: 1, May not accept bombers 

If American ships are sighted in rows 1 , 2, or 3, 
these planes are available at Truk: 



LAND-BASED PLANES 



F26 



B 8 



T 6 



D 2 



F20 




B 6 



STARTING POSITIONS North edge or at Rabaul 



F 6 



May not accept 
dive bombers 



VICTORY POINTS 

Both sides receive one point for every three enemy planes destroyed as well as the usual points for ships sunk. 
The Japanese receive 10 points for landing an AP at Gili-Gili and 10 points for landing an AP on Guadalcanal. In both 
cases, the AP must remain stationary for one turn after arrival. Landing additional APs does not yield additional 
points. The American player receives 10 points if all APs are destroyed prior to landing. 
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Americanscovered the unloading of Allied supplies. 
The situation seemed stalemated, though the intense 
fighting continued. 

At sea, Japanese submarines sunk the Wasp and 
damaged the Saratoga, severely reducing 
American air-power. American ships did manage a 
victory at Cape Esperance but the victory was bitter- 
sweet. The Japanese committed battleships to the 
conflict for the first time. On October 15th. BBs 
Kongo and Haruna shelled Henderson Field and set 
the pattern for the weeks to come. The Japanese, 
feeling the advantage had shifted to their side, set 
Oct. 23rd as Y-Day, an all out attempt to take 
Guadalcanal. 

The battleships lobbed in over 1000 rounds night 
after night in preparation for the invasion, but the 
Americans would not be shaken. Y-Day was put 
back day after day. 

To the north, the Japanese carrier fleet sat 
waiting patiently to move in, after the capture of the 
field, confident that American CV strength was 
minimal. Meanwhile, a more than minimal 
American force including the Hornet and a repaired 
Enterprise made a bold move, flanking Guadalcanal 
to the east, in an attempt to surprise the Japanese 
force. 

The surprise failed as Japanese scouts found the 
Enterprise early on the morning of Oct. 25th. 
Fortunately, American scouts had also spotted their 



quarry. In fact, two Dauntless dive bombers 
attacked the Zuiho and put her out of action. 

A strong Japanese strike bit into the Hornet. 
inflicting great damage but losing many planes. The 
American strike did little damage while sustaining 
light losses. Strike two hit the Hornet again but she 
refused to go down. The Enterprise was also hit, but 
again Japanese aircraft losses were very high. The 
Hornet had to be scuttled, though it was still afloat 
when the Japanese returned to finish the job. The 
Americans retired. 

The Japanese had won round three, but lost the 
war. The tremendous cost exacted in planes and 
pilots would lead to the eventual defeat of the 
Imperial Japanese Navy. Few of the pilots who had 
flown at Pearl Harbor were still alive. On 
Guadalcanal, the fighting continued but the 
Americans and the Cactus Air Force were in 
control. 

And finally, for you diehards, here's how to keep 
MIDWAY fresh, without leaving the area. 

Other ships, for both sides, could have seen 
action at Midway. The Lexington would certainly 
have been there, if she had not been sunk at Coral 
Sea. And what if the Wasp had been ready early? Or 
the Japanese had sent the Shokaku and /or 
Zuikaku? Well, here's your chance to find out. 

Take seven blank counters and number them 
from one to seven. Mix them (number down) on the 



board and have each player draw one secretly. Add 
the ships listed below, for the chit each player draws. 
Chits do not have to be revealed till the end of the 
game. 

Another way is to pay victory points fordrawing 
chits. Pay 5 victory points for chit #1, 10 for chit S2. 
and so forth. Players do not have to tell how much 
they paid till the end of the game. With this system, 
victory will never be certain till the game is over, It 
can also cause some nasty surprises. 



AMERICAN 

#1 BB Colorado* 
BB Maryland 

#2 CV Lexington* 
ftj 7F. 7D. 4T 

#3 CV Wasp 

w/ 7F, 10D, 7T 

#4 CV Lexington plus 
BB Colorado 

ftS CV Lexington plus 
BB Colorado and 
BB Maryland 

#6 #5 plus ADD 
6F, 3D, 3T to 
Midway forces 

#7 #2 and #3 above 



JAPANESE* 

AV Kamikawa 
w/ 6F 

CV Shokaku 
w/ 6F. 6D, 6T 
CV Zuikaku 
w/ 7F. 7D, 7T 
CV Zuikaku 
w/ 7F, 7D, I0T 
#3 above plus 
AV Kamikawa 

#4 above plus 
AV Kamikawa 

til and #4 above 



* #s I, 2. 4 and 6 may start at 0500 Jun 3 

#s 3, 5, and 7 start at 0500 Jun 4 
\ Colorado and Maryland are worth 8 points and 
may take a total of 7 hits. /T~\ 
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THE GENERAL 



SANTA CRUZ HIT RECORD 



AMERICAN SHIPS 

Enterprise 10 MM 
Hornet 10 I I I 

South Dakota 9 MM 
Washington 9 MM 



Portland 3 
Northampton 3 
Pensacola 3 



M II 1 San Francisco 3 L 



San Diego 2 
San Juan 2 
Juneau 2 
Helena 2 



Atlanta 2 



CARRIER CAPACITY 

Enterprise: (Maximum Capacity: 28) 



F 12 




D12 




T 4 



Hornet: (Maximum Capacity: 28) 



BASES 

New Caledonia: (Maximum Capacity— Unlimited) Bomber Readying Time— 3 Turns 
Australia: (Maximum Capacity — Unlimited) Bomber Readying Time — 2 Turns 
Espiritu Santo: (Maximum Capacity— 30) AA: 4, Bomber Readying Time— 4 Turns 
Henderson: (Maximum Capacity — 35) AA: 3, Bomber Readying Time— 4 Turns 
Gili-Gili: (Maximum Capacity — 20) AA: 2, May not accept bombers 
Port Moresby: (Maximum Capacity— 50) AA: 4, Bomber Readying Time — 3 Turns 



F 11 




D12 




T 5 



LAND-BASED PLANES 



STARTING POSITIONS 

East edge of row I or south edge of G, H, or I. 



TIME RECORD 



B66 




D 6 


T 9 




F43 



If Japanese ships are sighted in rows 5, 6, or 7, 
these planes are available at Australia: 
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JAPANESE SHIPS 

Shokaku 10 I I I I I I 
Zuikaku 10 I M M I 
Junyo 8 M 1 M 

Zuiho 6 I I 

Tone 4 j 



Chikuma 4 
Kongo 6 
Haruna 6 
Hiei 6 
Kirishima 6 



n 



□ 



n 



Atago 3 
Myoko 3 
Takao 3 
Maya 3 
Kumano 3 



II 1 II 




Mill 




Mill 




Mill 




MM 



Suzuya 3 
Chokai 3 
Isuzu 2 
Nagara 2 
Yura2 



1 1 1 1 




1 1 1 1 


1 1 1 

1 1 I 



CARRIER CAPACITY 

Shokaku: (Maximum Capacity: 24) 



BASES 



FIO 




D 7 




T 7 



Zuikaku: (Maximum Capacity: 24) 



FIO 


D 7 


T 7 



Rabaul: (Maximum Capacity — 60) AA: 4, Bomber Readying Time — 3 Turns 

Lae: (Maximum Capacity — 40) AA: 4, Bomber Readying Time — 4 Turns 

Buin: (Maximum Capacity — 40) AA: 3, Bomber Readying Time — 4 Turns 

Buna: (Maximum Capacity — 25) AA: 3, Bomber Readying Time — 5 Turns 

Buka: (Maximum Capacity— 8) AA: 1, Bombers may land but not take off for duration of game 

Gasmata: (Maximum Capacity — 10) AA: 2, Bomber Readying Time — 5 Turns 

Shortlands: (Maximum Capacity — 12) AA: 2, May not accept bombers or dive bombers 

Kavieng: (Maximum Capacity — 8) AA: 1, May not accept bombers 



LAND-BASED PLANES 



Junyo: (Maximum Capacity: 16) 



F 8 


D 5 


T 3 




If American ships are sighted in rows 1, 2, or 3, 
these planes are available at Truk. 



B15 


D 10 



Zuiho: (Maximum Capacity: 9) 



F 4 




D 3 




T 1 



STARTING POSITIONS Anywhere in rows 1, 2, or 3. 



Tone: (Maximum Capacity: 1) 
Chikuma: (Maximum Capacity: 1) 

Fighter only 



VICTORY POINTS 

Both sides receive one point for every three enemy planes destroyed as well as the usual points for ships 
sunk. Neither player wins unless he has both the highest point total and a score of at least 50 points. 
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WOODEN SHIPS AND IRON MEN 

OF THE BALTIC 

THE RUSSO-SWEDISH WAR OF 1788-1790 




Whenever the age of fighting sail is discussed, 
one instantly envisions a British frigate having at it 
with a traditional French, Spanish, or perhaps even 
an American foe. But the centuries have brought 
about great changes in world power and few present 
day people beyond the realm of the historian would 
number the Dutch or Swedes among the great 
powers of 200 years ago. Gary Charbonneau utilizes 
the WS&IM game to give us a glimpse of the once 
great Swedish might against the Russian bear. 

Compared to the mighty Russian bear, by the 
end of the Eighteenth century little Sweden must 
have seemed to outside observers little more than an 
annoying gnat. Russia had a population of 
40.000,000, while Sweden, together with Finland, 
could boast only some 2,000,000. Not surprisingly, 
the Swedes had been roughly handled by the 
Russians during the wars of the previous century, 
losing to them a good deal of the southern Baltic 
coast. The Russian capital, St. Petersburg, itself 
stood upon land which had been Swedish as recently 
as the beginning of the I700's. For this, the Swedes 
wanted revenge — or at least that is what the Swedish 



by 
Gary Charbonneau 

monarch, Gustaf III, hoped. An "enlightened 
despot" whose centralizing "reforms" had stirred up 
a hornets' nest of resistance, he wanted to recoup his 
political fortunes by a victorious war against his 
neighbor to the east. 

Gustaf chose to strike at Russia in 1788. The 
moment could hardly have been better chosen. The 
tsarina, Catherine the Great, was distracted by a war 
with Turkey which had broken out the previous 
year, and she was preparing to send the bulk of her 
Baltic fleet to the Mediterranean. Its departure 
would have left St. Petersburg virtually defenseless 
by sea save for the fortified island base of Kronstadt 
a fewmilestothe west. However, Gustavjumped the 
gun by ordering out his fleets before the Russian 
move had really gotten under way. As a result, the 
two opposing forces met off the island of Hogland, 
in the Gulf of Finland, on July 26, 1788 (Scenario 
B-l). Having shot each other up to some extent, the 
antagonists then retired. Although tactically in- 
decisive, the Battle of Hogland had been a strategic 
Russian success, since it had disrupted Swedish 
plans for an immediate advance on St. Petersburg. 




Hogland was the major naval action of the year, 
although there was some fighting later between the 
galley and gunboat flotillas which each side was 
compelled to employ on the stern and rockbound 
coast of Finland. Meanwhile, a small Russian 
squadron in the western Baltic had managed to 
destroy three Swedish frigates there before finally 
ending up in friendly Copenhagen. There it was 
promptly joined for the winter by four ships-of-the- 
line and two frigates which had come down from 
Arkhangelsk on the White Sea, 

In 1789, the Russians made 35 ships-of-the-line 
ready for Baltic operations, while the Swedes 
managed to scrape together only 21. However, the 
Swedes were concentrated at their main fleet base at 
Karlskrona, while the Russians were badly divided, 
with II sail-of-the-line at Copenhagen, 10 at Revel, 
and 1 4 at Kronstadt. Clearly the Swedes would have 
had the edge if they could have caught one of these 
squadrons alone. Their advantage was increased by 
the fact that the earlier breakup of the winter ice at 
Karlskrona would have enabled them to leave port 
before the Russians at Revel or Kronstadt could 
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SCENARIO B-l 

THE BATTLE OF HOGLAND 

July 17, 1788 



1. INTRODUCTION 

The Russian approach became confused when 
the van squadron, to the north, was ordered to 
attack the enemy's lead ships. Due to a mis- 
understanding, this order was also carried out by the 
Boleslav, Mecheslav, and Vladislav, of the Russian 
rear squadron, which traversed the whole length of 
the Russian line to get at the Swedes. The Russian 
commander thereupon ordered the whole fleet to 
wear to the southwards, but by this time the three 
ships had already lost their position in the 
formation. The turn to the south merely caused 
three more ships, loann Bogoslav. Pamiat. Evslafia. 
and Deris , to fall out as well when they tacked 
instead of wore. But with heavier ships and a slight 
advantage in weight of metal, the Russians were still 
able to get the better of things. The 100-gun 
Rosiislav eventually came up against the Prins 
Gustaf, one of the Swedish squadronal flagships, 
and battered her into submission. However, the 
Russian Vladislav and become entangled with too 
many opponents and was also forced to strike. The 
Russian commander ordered the rest of his fleet up 
to rescue the Vladislav, but his signals were not seen 



in the fading light. The Russians lost 1280 men 
killed or wounded, plus 526 captured aboard the 
Vladislav. The Swedish loss was 612 killed or 
wounded and 539, from the Prins Gustaf, taken 
prisoner. 

II. PREVAILING WEATHER CONDITIONS 

Wind Direction: 4 

Wind Velocity: 2 — Moderate Breeze 

Wind Change: 6 

III. SPECIAL RULES 

A. No land hexes 

B. No anchoring allowed 

C. The Swedes may attempt to exit the board 
via board edge I. If they succeed in doing so, they 
receive an additional 75 points. If any Swedish ship 
exits the board via edge 1 , however, all must do so. 
Any ship which does not is considered lost, and the 
Russian player receives points for it. If the Swedes 
succeed in leaving the board via edge 1 and have a 
point advantage of 7-1 or better {including their 75- 
point bonus) at the end of the scenario, the 
campaign game ends in an automatic Swedish 
victory. 



SCENARIO B-l 



Name 
SWEDES: 

Prins Gustav Adolf 
Fredrik Adolf 
Sofia Magdalena 
Prins Karl 

Thetis 

Forsiktigheten 
Minerva 
Aran 

Faderneslandet 
Gustaf III 

Vasa 

Dygden 

Froja 

Enigheten 

Camilla 

Rattvisan 
Prins Gustaf 
Omheten 
Gripen 

Hedvig Elisabeth 
Charlotta 

RUSSIANS: 

Dens 

Pamiat' Evstafia 
Kir loann 
laroslav 

Viktor 

Vladislav 

Iziaslav 

Rostislav 

Mstislav 

Sviatoi Petr 

Sviataia Elena 

Rodislav 

Mecheslav 

Vysheslav 

Vseslav 

loann Bogoslav 

Boleslav 



Guns Class Nr. 



Initial 
Position 
Bow Dir. 
Hex Nr. 



Crew 
Section Guns Rigging Depth Point 
Hull Qual. 1 2 3 L.R. 12 3 4 (ft.) Value 




66 
66 

74 
74 
66 
74 
66 
100 
74 
74 
74 
66 
66 
66 
74 
74 
66 



SOL 
SOL 
SOL 
SOL 

SOL 
SOL 
SOL 



SOL 1 



SOL 
SOL 
SOL 
SOL 
SOL 
SOL 
SOL 
SOL 
SOL 



QQ27 



M4 

04 

Q4 

S4 

LI 4 

W4 

Y4 

AA4 

CC4 

EE4 

GG4 

114 

KK4 

MM4 

004 

QQ4 

SS4 



10 
10 
12 
10 
10 
12 
10 
15 
12 
12 
12 
10 
10 
10 
12 
12 
10 



Av 
Av 
Av 
Av 
Av 
Av 
Av 
Av 
Av 
Av 
Av 
Av 
Av 
Av 
Av 
Av 
Av 



43 3 
433 

44 4 
444 
4 3 3 
444 
4 3 3 
544 
444 
444 
444 

43 3 
4 3 3 
4 3 3 

44 4 
444 
4 3 3 



66 
66 
8 8 
8 8 
6 6 
88 
6 6 
10 10 
8 X 
88 
8 8 
66 
6 6 
66 
8 8 
8 8 
66 



7 7 7- 
77 7- 
7 7 7- 
7 77- 
7 7 7- 
7 77- 
7 7 7- 
888- 
7 7 7- 
777- 
7 7 7- 
777- 
7 7 7- 
777- 
7 7 7- 
7 7 7- 
7 7 7- 



16 
16 
17 
17 
16 
17 
16 
21 
17 
17 
17 
16 
16 
16 
17 
17 
16 



T6 
16 

20 
20 
16 
20 
16 
25 
20 
20 
20 
16 
16 
16 
20 
20 
16 



have moved. But instead of taking advantage of 
their opportunity, the Swedes allowed it to slip 
through their fingers. They did not leave Karlskrona 
until July, by which time the Revel and Kronstadt 
squadrons had been allowed to unite under the 
command of Admiral Chichagov. The Swedes met 
Chichagov south of Aland on August 3 (Scenario B- 
2), but neither side suffered much damage. After a 
futile attempt to prevent the Russian Copenhagen 
squadron from linking up with Chichagov. the 
outnumbered Swedes returned to Karlskrona. The 
year's fighting between the respective sailing fleets 
was over. 

In fact, the real fighting in 1789 took place 
between the galley fleets. In 1788 the Russian flotilla 
had been quite small, but a major building program 
had been undertaken at St. Petersburg over the 
winter. By 1789, the Russians had over 150 galleys 
and gunboats afloat, with perhaps half that number 
ready for action. They were under the command of 
the Prince of Nassau-Siegen, an odd adventurer 
who had served as a brigadier with the Spanish 
forces at the Siege of Gibraltar during the War of 
American Independence. He had recently been 
brought north after successes in 1 788 at the mouth of 
the Dnepr against the hapless Turks. 

The Russians had stationed a small squadron of 
heavy ships off Porkkala-udd. This was one of the 
few places on the Finnish coast where deep-draught 
vessels could approach the shore. The Russian 
maneuver had split the Swedish galley flotilla into 
two sections, one based at Stockholm and the other 
at Helsinki. Under the circumstances, the logical 
target of any Russian offensive was the Helsinki 
squadron. After a preliminary probe which it had 
made toward the Russian flotilla base at 
Fredrikshamn had been repulsed, that squadron 
accordingly arranged itself in a defensive position at 
Svensksund. a harbor about ten miles southwest of 
Helsinki. 

The circular harbor of Svensksund was an 
excellent position, for, while sheltered, it had a 
number of entrances. If the Russians concentrated 
their forces to attack through one entrance, the 
outnumbered Swedes could escape through 
another. If, on the other hand, the Russians tried to 
cover all the entrances, they would have to disperse 
their forces and would expose themselves to defeat 
in detail. At the very least, they would create for 
themselves severe problems of command control 
and coordination. Nevertheless, the Russians 
decided to split their fleet, with Nassau-Siegen in 
personal command of a northern squadron of 66 
vessels, and Major General Balle in charge of a 
southern one of 20. 

Relying on some sunken ships to slow Nassau- 
Siegen's advance through the narrow northern 
channels, the Swedes concentrated on blocking 
Balle. Balle moved forward, was predictably 
defeated, and fell back, but Nassau-Siegen was 
eventually able to break through from the north and 
catch the Swedes in the rear. It was a bloody day's 
work. The Russians lost over 1000 men, the Swedes 
about 1350, including 500 sick taken aboard a 
captured hospital ship. The Swedish galleys 
retreated to the westward. This enabled the 
victorious Russians to threaten the flanks of the 
Swedish land forces in Finland with amphibious 
envelopment, and the latter were compelled to make 
a minor withdrawal. Except for some minor 
skirmishes which resulted in the loss of two Russian 
ships-of-the-line which went aground, the 1789 
campaign was over. 

The year 1 790 was to prove to be the decisive one 
of the war. The Swedes now made an all-out effort, 
commissioning 25 ships-of-the-line, 16 frigates, and 
366 smaller craft. The Russians countered with 30 
ships-of-the-line. 16 frigates, and 201 lesser vessels. 
The strategic situation was similar to the one in 
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1 789. The Swedish sailing fleet was concentrated at 
Karlskrona, while the Russians were split up 
between Kronstadt and Revel. This yearthe Swedes 
managed to get out of port in good time, sailing to 
Revel to wipe out the Russian squadron there. 
However, they tipped their hand by making a 
successful but subsidiary raid on the port of Baltiski, 
just to the west of Revel. At Revel itself. Admiral 
Chichagov was thus alerted in time to get his ships 
out of the dockyard and into line in the outer 
harbor. Nevertheless, the Swedes had a considerable 
numerical superiority, and they should have won. 
Instead, they lost two ships-of-the-line and had 
several others badly damaged (Scenario B-3). 

At about the same time the Swedish galley fleet, 
under the personal command of Gustaf III, 
advanced on Fredrikshamn. Gustafs sudden move 
caught the Russians by surprise, but they fought a 
skillful delaying action, sacrificing 26 ships to 
enable a ground regiment to come up to secure the 
fortifications. A second Swedish attempt on 
Fredrikshamn also failed, and eventually Gustaf 
decided simply to circle around it and operate out of 
Vyborg Bay. They also brought up their sailing fleet 
to protect their galleys. With the Swedes now almost 
at the very gates of St. Petersburg, the Russian 
Kronstadt fleet decided to come out and fight. 

The battle (Scenario B-4) was fought off 
Styrsudden in the eastern Gulf of Finland. Like 
most of the other battles of the war, it was tactically 
indecisive but strategically very important. The 
Swedes once again failed to break through to St. 
Petersburg and. as the Russian Revel squadron was 
now approaching to join their comrades from 
Kronstadt, the Swedes had to withdraw. 

Gustaf III now ordered his sailing fleet into 
Vyborg Bay to keep his galleys shielded. It was, of 
course, immediately blockaded there by the now 
united and numerically superior Russian sailing 
fleet, but the position was not as serious as it might 
have been, since the Russian galley fleet was still 
split up between Fredrikshamn, Kronstadt, and 
even Vyborg itself, where a portion had been 
trapped by the Swedes. Thus, while the Russians 
scrambled to unite their flotillas for an assault on 
the embayed enemy fleet, the Swedes determined to 
make one more try for St. Petersburg. Their 
preliminary attempt on Vyborg failed, however, and 
Gustaf soon realized that he had stuck his head into 
a trap. Supplies and time were both running out. He 
was left with no alternative but to attempt to break 
out to the west, towards home. 

Except for a ship-of-the-line which went 
aground at the outset, the Swedish dash for freedom 
went well at first. LikeSvensksund, Vyborg Bay has 
a number of exits, and the one through which the 
Swedes were escaping was covered by only five 
Russian ships-of-the-line. Then a Swedish fireship 
accidentally ran afoul of a Swedish ship-of-the-line, 
which in turn ran afoul of a frigate. All three ships 
blew up, taking with them most of their crews. In the 
ensuing smoky confusion, three more ships-of-the- 
line and two frigates ran aground, while another two 
sail-of-the-line fell victim to the Russian pursuit 
(Scenario B-5). Gustaff III himself narrowly evaded 
capture. 

By this time, the Swedes ought to have been well 
and truly beaten, but their galley fleet had managed 
to escape from Vyborg Bay intact. It managed to get 
into Svensksund. where Nassau-Siegen attacked it 
as soon as the Russian flotilla came up. The Swedes 
formed a concave line and advanced on both flanks, 
catching the Russians in a devastating cross-fire. 
The Russians lost 7400 men, the Swedes only about 
300. The war was soon ended on the basis of the 
status quo ante bettum. The disaster at Vyborg had 
been counterbalanced by the victory at Svensksund, 
and the Swedes had managed a draw. 



SCENARIO B-2 

THE BATTLE OF ALAND 
August 3, 1789 



I. INTRODUCTION 

This battle turned out to be only a skirmish. The 
Swedish admiral, Duke Karl of Sodermanland 
(brother and heir of Gustaf III), ordered his rear 
ships to double up on the rear ships of the Russian 
fleet, while his lead ships were to tackle the Russian 
van and prevent it from going to the aid of the rear. 
The plan was sensible enough, but only four ships in 
the Swedish rear squadron obeyed the order to 
attack. Being unsupported, they had to withdraw. 
In general, the Russians sought to avoid action 



Casualties on both sides were light and were due 
mainly to bursting guns; the Deris lost 1 5 killed and 
92 wounded to this cause alone. 

II. PREVAILING WEATHER CONDITIONS 

Wind Direction: 5 

Wind Velocity: 3 — Normal Breeze 

Wind Change: 6 

III. SPECIAL RULES 

A. No land hexes 

B. No anchoring allowed 



Name 
SWEDES: 

Dristigheten 
Rattvisan 
Zemire 
Gota Lejon 
Hedvig Elisabeth 

Charlotta 
Lovisa Ulrika 

Thetis 

Manligheten 

Uppland 

Omheten 

Prins Karl 

Galafhea 

Forsiktigheten 

Vladishff 

Gustaf III 

Adolf Fredrik 

Faderneslandet 

Minerva 

Vasa ^^^^^^ 

Riksens Stander 

Euridice 

Dygden 

G r i pen 

Aran 

Sofia Magdalena 

Tapperheten 

Froja 

Enigheten 
Fredrik Adolf 



Guns Class Nr. 



Initial 
Position 
Bow Dir. 
Hex Nr. 



Hull Qual. 



64 
62 
40 
74 

64 
74 
40 
64 
44 
62 
64 
40 
64 
76 
74 
74 
66 
40 
62 
60 
40 
64 
40 
64 
74 
64 
40 
74 
64 



RUSSIANS: 

Mstisla v 
Deris 

Pobedoslav 
Dvenadtsat' 

Apostolov 
Prints Gustav 
Vysheslav 
Boleslav 
Kir Eoann 
Sviatoslav 
Rostislav 
Iaroslav 
Rodislav 
Ezekiil 
Viktor 
Sviatoi Petr 
Iziaslav 
Kniaz' Vladimir 100 
Sviataia Elena 74 
Pamiat' Evstafia 66 
Vseslav 74 



74 
66 

74 

100 

74 
66 
66 
74 
66 
100 
74 
66 
78 
66 
74 
66 



SOL 
SOL 

F 
SOL 

SOL 
SOL 

F 
SOL 

F 
SOL 
SOL 

F 
SOL 
SOL 
SOL 
SOL 
SOL 

F 
SOL 
SOL 

F 
SOL 

F 
SOL 
SOL 
SOL 

F 
SOL 
SOL 



2 
2 
3 
2 

2 
2 
3 
2 
3 
2 
2 
3 
2 
2 
2 
2 
2 
3 
2 
2 
3 
2 
3 
2 
2 
2 
3 
2 
2 



LLI9 
JJI8 
HHI7 
FF16 

DD15 
BBI4 

Z13 

X12 

VII 

TI0 

R9 

P8 

N7 

L6 

J5 

H4 

F3 

D2 

Bl 



3 
3 
3 
3 

3 

3 
3 
3 
3 

3 
3 
3 
3 
3 
3 
3 
3 
3 
3 



Id 
10 

7 
12 

10 
10 

7 
10 

7 
10 
10 

7 
10 
12 
12 
12 
10 

7 
10 

9 

7 
10 

7 
10 
12 
10 

7 

12 
10 



Av 
Av 

Av 
Av 

Av 
Av 
Av 
Av 
Av 
Av 
Av 
Av 
Av 
Av 
Av 
Av 
Av 
Av 
Av 
Av 
Av 
Av 
Av 
Av 
Av 
Av 
Av 
Av 
Av 



Crew 

Section 

123 

444 
444 
32 2 
444 

5 4 4 
544 
3 2 2 
444 

3 3 2 
444 

4 4 3 
322 

4 44 
444 

5 44 
544 
444 
3 22 
444 
43 3 
3 2 2 
444 

3 3 2 
444 
5 4 4 

4 44 

3 22 
544 

4 3 3 



Guns 
L.R. 

6 6 
66 

44 
88 

6 6 
66 
4 4 
66 
44 
66 
6 6 
44 
6 6 
88 
8 8 
8 8 
66 
44 
66 
55 
44 
66 
44 
66 
8 8 
6 6 
4 4 
88 
66 



Rigging Depth Point 
12 3 4 (ft.) Value 



77 7- 
777- 
5555 
77 7- 

7 7 7- 
777- 
5 5 5 5 
777- 
5 5 5 5 
777- 
7 7 7- 
5555 
7 7 7- 
777- 
7 7 7- 
777- 
7 7 7- 
55 5 5 
7 7 7- 
777- 
5 5 5 5 
7 7 7- 
5 5 5 5 
7 77- 
7 7 7- 
777- 
5 5 5 5 
777- 
7 7 7- 



16 
16 
15 
17 

16 

17 
15 
16 
15 
16 
16 
15 
16 
17 
17 
17 
16 
15 
16 
15 
15 
16 
15 
16 
17 
16 
15 
17 
16 



SOL 2 
SOL 2 
SOL 2 



SOL 
SOL 
SOL 
SOL 
SOL 
SOL 
SOL 
SOL 
SOL 
SOL 
SOL 
SOL 
SOL 
SOL 
SOL 
SOL 
SOL 



NN32 
LL31 
JJ30 

HH29 

FF28 

DD27 

BB26 

Z25 

X24 

V23 

T22 

R2I 

P20 

N19 

L18 

JI7 

H16 

F15 

DI4 

B13 



3 12 
3 10 

3 12 



15 
12 
10 
10 
12 
10 
15 
12 
10 
12 
10 
12 
10 
15 
12 
10 
12 



Av 
Av 

Av 

Av 

Av 
Av 
Av 
Av 
Av 
Av 
Av 
Av 
Av 
Av 
Av 
Av 
Av 
Av 
Av 
Av 



4 4 4 8 8 7 7 7 

43 3 66 777- 

444 88 777 



554 
44 4 
433 
43 3 
444 

4 3 3 

5 44 

4 44 

43 3 

44 3 
433 
44 4 
433 

5 54 
44 4 
43 3 
444 



10 10 

8 8 

6 6 

66 

88 

66 
10 10 

8 8 

66 

8 8 

66 

8 8 

66 
10 10 

88 

66 



888- 

7 7 7- 
777- 
7 77- 
777- 

7 7 7- 

8 8 8- 
7 7 7- 
777- 
7 7 7- 
777- 
7 7 7- 

7 7 7- 

8 8 8- 
7 77- 
7 7 7- 
777- 



17 
16 

17 

21 
17 
16 
16 
17 
16 
21 
17 
16 
17 
16 
17 
16 
21 
17 
16 
17 



15 
15 
11 
20 

15 
20 
II 
15 
11 
15 
15 
II 
15 
20 
20 
20 
15 
11 
15 
13 
II 
15 
II 
15 
20 
15 
II 
20 




20 
16 
20 

25 
20 
16 
16 
20 
16 
25 
20 
16 
21 
16 
20 
16 
25 
20 
16 
20 



NOTES: *Ships enter board in line (bow to stern) behind the line already on board. 
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SCENARIO B-3 

I. INTRODUCTION 




THE BATTLE 


OF RE 


VEL 






May 13, 1790 


I 




s. 






J 


Once again Duke K 


arl wanted to double 


an one 




^^~^ 












J 


end of the Russian line 


However, 


he attacked in a 
















y 


gale, which made it very difficult for his ships to 












! 




maneuver properly. They were blown down the 










j— ^ 






whole length of the Russian line without getting to 










\S 1 






do much damage. 


The fire of the anchored Russians 










<\Vj 






was much more effective. The Prins Karlv/as 


Forced 










/ i 






to strike, and the Riksens Slander. 


which grounded 
















on the way out, had to be burned to avoid a 


pture. 
















Aside from the | 


risoners in the 


"rins Karl, the 












^ 




Swedish personnel losses were 51 killed and 81 












■ 




wounded. The Russians lost 
wounded in their whole fleet. 


only 35 killed and 












■ 












In addition 


the 


whole of 


board edge 4 is 


II. PREVAILING WEATHER ( 


considered to be land 








Wind Direction: 


4 












B. Anchoring is 


jermitted anywhere 


on the 


Wind Velocity: 1 


—Gale 










ward. All Russian s 


lips are considered to be at 


Wind Change: 6 












, 


inchor at the start of the scenario. 


















C. Ships not at anchor may never move less 


III. SPECIAL RULES 












nan their full movement allowance. They may not 


A. Certain hexes are land, as shown in black on 




jack sails. Drifting ships, and any anchored ships 


the map diagram 














:xcept tl 


ose which were anchored at the beginning 
















jf the scenario 


and have not upped anchor since. 


SCENARIO B-3 








Initial 






nay not turn. 


















Position 






Crew 


















Bow 


Dtr. 




Section 


Guns 


Rigging 


Depth 


Point 


Name Guns 


Class 


Nr. 


Hex 


Nr. 1 


Hull 


Qua). 


1 23 


L.R. 


1234 


(ft.) 


Value 


SWEDES: 


























Dristigheten 


66 
An 


SOL 
col 


2 


T6 


5 

c 


10 

Q 


Av 


444 

A 1 } 


66 


7 7 7- 

7 7 7 


16 
j5 


1^ 
]3 


Riksens Slander 
Camilla 


40 


S*JL 

F 


i 
3 


v> 

X4 


J 

5 


7 


AV 

Av 


n j j 

3 2 2 


j j 
44 


III- 

5 5 5 5 


15 


II 


Dygden 


64 


SOL 


2 


Z3 


5 


10 


Av 


4 44 


6 6 


111 - 


16 


15 


Adolf Fredrik 


74 


SOL 


2 


BB2 


5 


12 


Av 


5 44 


8 8 


111 - 


17 


20 


mn 


40 


F 


3 


DDI 


5 


7 


Av 


322 


4 4 


5555 


15 


11 


Gota Lejon 


74 


SOL 


2 


* 




12 


Av 


44 4 


88 


777- 


17 


20 


Euridice 


40 


F 


3 


* 




7 


Av 


332 


44 


5555 


15 


11 


Aran^^^^^^^^ 


64 


SOL 


2 


* 




10 


Av 


44 4 


6 6 


7 7 7- 


16 


15 


Fredrik Adolf 


64 


SOL 


2 


* 




10 


Av 


44 3 


66 


111 - 


16 


15 


Faderneslandet 


64 


SOL 


2 


* 




10 


Av 


444 


6 6 


111 - 


16 


15 


Hedvig Elisabeth 


























Charlotta 


64 

76 


SOL 


2 


* 




10 


Av 


54 4 


66 


111 - 


16 


15 


Vladisiaff 


SOL 


2 


* 




12 


Av 


54 4 


8 8 


7 7 7- 


17 


20 


Forsiktigheten 


64 


SOL 


2 


* 




10 


Av 


444 


66 


777- 


16 


15 


Gustaf HI 


74 


SOL 


2 


* 




12 


Av 


5 4 4 


8 8 


7 7 7- 


17 


20 


Lovisa Ulrika 


74 


SOL 


2 


* 




12 


Av 


444 


88 


7 7 7- 


17 


20 


Prins Karl 


64 


SOL 


2 


* 




10 


Av 


443 


66 


111 - 


16 


15 


Sofia Magdalena 
Omheten 


74 
64 


SOL 


2 


* 




12 


Av 


5 44 


8 8 


111 - 


17 


20 


SOL 


2 


* 




10 

If) 


Av 


444 

AAA 


66 
f\ ft 


111 - 
7 7 7- 


16 
16 


15 
15 


Rattvisan 

Vasa 


04 

62 


SOL 


1 

2 


* 




1U 

10 


nv 

Av 


H 4 4 

444 


o o 

66 


7 7 7- 


16 


15 


Enigheten 


74 


SOL 


2 


* 




12 


Av 


544 


88 


111 - 


17 


20 


Uppland 


44 


F 


3 


* 




7 


Av 


3 3 2 


44 


5 5 5 5 


15 


11 


Gripen 


44 


F 


3 


* 




7 


Av 


3 3 2 


44 


5555 


15 


11 


RUSSIANS: 


























Kir loann 


74 
74 


SOL 


2 


113 


6 


12 


Av 


444 


8 8 


7 7 7- 


17 


20 


Mstislav 


SOL 


2 


KI4 


6 


12 


Av 


444 


8 8 


7 7 7- 


17 


20 


Venus 


44 


F 


3 


Ml 5 


6 


8 


Av 


3 2 2 


5 5 


6 666 


16 


12 


Sviataia Elena 
Iziaslav 


74 
66 


SOL 
SOL 


2 

2 


QI7 

S18 


6 

6 


12 
10 


Av 

Av 


4 4 4 

4 3 3 


8 8 

6 6 


7 7 7- 

7 7 7- 


1 / 

16 


20 

16 


laroslav 


74 


SOL 


2 


U19 


6 


12 


Av 


444 


8 8 


7 7 7- 


17 


20 


Rostislav 


100 


SOL 


1 


Y21 


6 


15 


Av 


5 5 4 


10 10 


8 8 8- 


21 


25 


Pobedonosets 


66 


SOL 


2 


CC23 


6 


10 


Av 


43 3 


66 


777 - 


16 


16 


Boleslav 


66 


SOL 


2 


EE24 


6 


10 


Av 


4 3 3 


6 6 


7 7 7- 


16 


16 


Saratov 


100 


SOL 


1 


HH25 


6 


15 


Av 


554 


10 10 


8 88- 


21 


25 


Prokhor 


66 


SOL 


2 


JJ26 


6 


10 


Av 


4 3 3 


66 


7 7 7- 


16 


16 


Premislav 


42 


F 


3 


N17 


6 


7 


Av 


222 


44 


5555 


15 


12 


Podrazhislav 


38 


F 


3 


V21 


6 


7 


Av 


22 1 


3 3 


5 5 5 5 


14 


11 | 


Slava 


38 


F 


3 


Z23 


6 


7 


Av 


22 1 


3 3 


5 5 5 5 


14 


11 


Nadezhda 


























Blagopoluchiia 38 
Merkurii 29 


F 


3 


FF26 


6 


7 


Av 


2 2 1 


3 3 


5 5 5 5 


14 


11 | 


F 


3 


J18 


6 


5 


Av 


1 1 1 


22 


4444 


12 


9 


. Letuchii 


28 


F 


3 


P21 


6 


5 


Av 


1 ! 1 


2 2 


4444 


12 


9 


Lebed 


28 


F 


3 


V24 


6 


5 


Av 


1 1 1 


22 


4444 


12 


9 


Notes: *Ships enter board in 


line (bow to 


stern) behind the line already on 


board. 







Scenarios and Campaign Game Rules 

The following scenarios represent five of the 
major battles fought at sea between the Russians 
and the Swedes in the years 1788-1790. They may be 
fought as individual actions, or they may be 
combined to form a campaign game. 

When playing the campaign game, the following 
rules apply: 

1. If any ships lose half or more of their hull 
squares in any action, they are considered 
irreparable. They immediately "return to port." 
Neither they nor their crews may be used in any 
succeeding scenarios, 

2. Except for the provisions of rule 1 above, all 
rigging, hull and gun hits are erased for all ships 
between scenarios. All crew hits may also be erased, 
except that neither side may erase any crew hits 
between scenarios B-3 and B-4 or B-4 and B-5. 

3. Providing that such vessels have not lost half 
or more of their hull squares (see rule I above), each 
side may use vessels captured from the other, except 
that the Russians may not use any Swedish ships 
captured in Scenario B-3 in Scenario 8-4. and may 
not use any captured vessels at all in Scenario B-5. 
Ships captured in Scenarios B-l and B-2 
automatically receive the full number of crew 
squares allotted to them according to the Order of 
Battle of their former owners; crews for ships 
captured in Scenarios B-3 and B-4 must be made up 
by removing crew squares from other ships. 

4. In Scenarios B-2. B-3. B-4 and B-5, the 
Swedish Order of Battle shows the Vladisiaff. In 
Scenarios B-2 and B-4, the Russian Order of Battle 
shows the Prints Gustav. These are ships which each 
side captured from the other at the Battle of 
Hogland, Scenario B-I. In the campaign game, 
these vessels should be deleted from the respective 
OB's (unless, of course, they are actually captured). 

5. If a ship has to be omitted in the order of 
battle for any scenario in the campaign game 
because it was lost or irreparably damaged in a 
previous scenario, players may close any resulting 
gaps in their formations by rearranging their ships. 
Any ships which are added to an OB after having 
been captured in previous scenarios may be placed 
anywhere on the board at the discretion of the 
owning player, so long as they are placed within two 
hexes of some other friendly ship. Alternatively, 
they may be brought on at the rear of a formation 
entering the board. 

6. The winner of the campaign game is judged to 
be the player who accumulates the most points over 
all the scenarios. 



When fighting either the campaign game or any 
of the individual scenarios, the following special 
rule is in effect: 

1. The quality of the Russian guns was quite 
poor; they frequently burst in action, resulting in 
heavy casualties. Therefore, whenever the Russian 
player fires a broadside, he rolls two dice for the ship 
in question. On a roll of "I I" or "12". that ship loses 
one gun square from the firing broadside, plus a 
crew square from the lowest-numbered crew sec- 
tion 



G 
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I. INTRODUCTION 

The Swedes do not seem to have pressed the 
attack, although their strategic situation dictated 
that they should. However, they were hindered by a 
lack of wind and by the general unwillingness of the 
Russians to engage. Each side employed a frigate 
squadron which is not shown in this already large 
scenario. In general, neither had much effect on the 
action. At first, the Russian frigates tried to fire 
through gaps in their own line of battle, but as they 
were hitting Russian ships as well as Swedish, they 
were told todesist. Later, the Russian frigates, many 
of which had sweeps in addition to sails, were able to 
drive off some Swedish gunboats which were 
annoying loann Bogosiav and Pobedoslav. The 
frigates were to prove to be more useful to the 
Russians on the following day, when the action was 
briefly resumed. While maneuvering, Sviatoi Pen, 
Korutantin and Trekh lerarkhov collided, throwing 
one whole end of the Russian line into confusion. 

SCENARIO B-4 



Name 
SWEDES: 

Dristigheten 

Tapperheten 

Finland 

Dygden 

Adolf Fredrik 

Gota Lejon 

Aran 

Gripen 

Fredrik Adolf 

Hedvig Elisabeth 

Charlotta 
Faderneslandet 
Vladisiaff 
Gustav HI 
Forsiktigheten 
I.ovisa Ulrika 
Hertig Ferdinand 
Uppland 
Manligheten 
Omheten 
Sofia Magdalena 
Rattvisan 
Vasa 
Enigheten 

RUSSIANS: 

loann Bogoslav 

Pobedoslav 

Dvenadtsat' 

Apostolov 
Ne Tron' Menia 
Panteleimon 
Vseslav 

Kniaz' Vladimir 
Ezekiil 

loann Krestitel' 
Prints Gustav 
Sviatoi Nikolai 
lanuarii 
Sysoi Velikii 
Amerika 
Trekh lerarkhov 
Konstantin 
Sviatoi Petr 



Guns Class 



64 
64 
56 
64 

70 
70 
64 
44 
62 

64 
64 
74 
74 
64 
70 
62 
44 
64 
62 
74 
62 
64 
70 



SOL 
SOL 
SOL 
SOL 
SOL 
SOL 
SOL 

F 
SOL 

SOL 

SOL 
SOL 
SOL 
SOL 
SOL 
SOL 

F 
SOL 
SOL 
SOL 
SOL 
SOL 
SOL 



74 SOL 
74 SOL 



100 
66 

66 
74 



SOL 
SOL 
SOL 
SOL 



100 SOL 
78 SOL 



100 
70 
100 
66 
74 
66 
100 
74 
74 



SOL 
SOL 
SOL 
SOL 
SOL 
SOL 
SOL 
SOL 
SOL 



SCENARIO B-4 

THE BATTLE OF STYRSUDDEN 
June 3-4, 1790 



The Swedes tried to double on that end to take 
advantage of the situation, but the Russian frigates 
helped to prevent them from doing so, 

The Russians lost 105 killed and 259 wounded 
during the two days' fighting, 46 of them due to the 
inevitable burst guns [Konstantin had /ho less than 
eleven which burst, Sviatoi Nikolai seven). The total 
loss among the Swedish fleet seems jo have been 
about 325 men. Tactically, the battle was almost a 
perfect draw. 



II. PREVAILING WEATHER CONDITIONS 

Wind Direction: 1 

Wind Velocity: 2 — Moderate Breeze 

Wind Change: 6 



Initial 
Position 
Bow 
Hex 

TT23 

RR22 

PP2I 

NN20 

LLI9 

JJI8 

HH17 

FF16 

DD15 



Nr. 

2 
2 
2 
2 
2 
2 
2 
3 
2 

2 

2 
2 
2 
2 
2 
2 
3 
2 
2 
2 
2 
2 
2 



2 NN32 
2 LL3I 



Dir. 

Nr. 

3 
3 
3 
3 
3 
3 
3 
3 
3 



Hull Qual. 




10 
10 

9 
10 
12 
12 
10 

7 
10 

10 
10 
12 
12 
10 
12 
10 
7 
10 
10 
12 
10 
10 
12 



Av 
Av 
Av 
Av 
Av 
Av 
Av 
Av 
Av 

Av 
Av 
Av 
Av 
Av 
Av 
Av 
Av 
Av 
Av 
Av 
Av 
Av 
Av 



Crew 

Section 
1 23 

44 4 
444 

4 3 3 
444 

5 4 4 
444 
444 
33 2 
44 3 

544 

444 
544 
54 4 
444 
44 4 
444 
3 3 2 
444 
444 
544 
444 
444 
5 4 4 




1 


JJ30 


1 


GG31 


2 


EE30 


I 


DD27 


1 BB26 


2 


Z.25 


1 X25 


2 


V24 


1 T23 


2 


K22 


2 


M22 


2 


J21 


1 H15 


2 


E14 


2 


E16 



15 
10 
10 
12 
15 
12 
15 
12 
15 
10 
12 
10 
15 
12 
12 



Av 
Av 
Av 
Av 
Av 
Av 
Av 
Av 
Av 
Av 
Av 
Av 
Av 
Av 
Av 



5 5 4 
433 

4 3 3 
444 

5 5 4 
544 
5 5 4 
444 
5 5 4 
43 3 
444 
43 3 
5 5 4 
444 
4 4 4 



III. SPECIAL RULES 

A. No land hexes 

B. No anchoring allowed 

C. The Swedes may attempt to exit the board 
via board edge 4. If they succeed in doing so, they 
receive an additional 75 points. If any Swedish ship 
exits the board via edge I, however, all must do so 
Any which does not is considered lost, and the 
Russian player receives points for it. If the Swedes 
succeed in leaving the board via edge 4 and have a 
point advantage of 3-1 or better (including their 75 
point bonus) at the end of the scenario over all the 
scenarios so far played, the campaign game ends in 
an automatic Swedish victory. 



Guns 
L.R. 

6 6 
66 

5 5 
66 
8 8 
88 

6 6 
44 
66 

66 

66 
88 
8 8 
66 
8 8 
66 
44 
66 
66 
8 8 
66 
66 
8 8 



88 

10 10 
66 
66 
88 

10 10 
88 

10 10 
8 8 

10 10 
66 
8 8 
66 

10 10 
88 
8 8 



Rigging 
1 234 



7 7 - 

7 7 - 

7 7 - 

7 7- 

7 7 - 

7 7 7- 

7 7 7- 

5 5 5 5 

7 7 7- 

777- 
7 7 7- 
7 7 7- 
7 7 7- 
777- 
7 7 7- 
77 7- 
5 5 5 5 
777- 
7 7 7- 
7 7 7- 
7 7 7- 
777- 
7 7 7- 



7 7 7- 

777 ■ 

88 8- 

777 

7 7 7. 
777 

8 8 8- 
77 7- 
8 8 8 
777' 



7 
7 
7 
8 8 
77 
7 7 



7 7 ■ 
7 7 ■ 
77. 



Depth 
(ft.) 

16 
16 
16 
16 
17 
17 
16 
15 
16 

16 
16 
17 
17 
16 
17 
16 
15 
16 
16 
17 
16 
16 
17 



17 
17 

21 
16 
16 
17 
21 
17 
21 
17 
21 
16 
17 
16 
21 
17 
17 



Point 
Value 

15 
15 
14 
15 

20 
20 

15 
II 
15 

15 
15 
20 
20 
15 
20 
15 
II 
15 
15 
20 
15 
15 
20 



20 
20 

25 
16 
16 
20 
25 
21 
25 
20 
25 
16 
20 
16 
25 
20 
20 
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SCENARIO B-5 

I. INTRODUCTION 

Although a Russian attack was in progress in 
another part of the bay at the same time, it mainly 
involved gunboats. This scenario shows only the 
Swedish breakout attempt at the western edge of the 
bay. 

II. PREVAILING WEATHER 
CONDITIONS 

Wind Direction: 5 

Wind Force: 2 — Moderate Breeze 

Wind Change: 6 

III. SPECIAL RULES 

A. Certain hexes are land, as shown in black on 
the map diagram: 




THE BATTLE OF VYBORG BAY 

In addition, the whole of board edge I is 
considered to be land. 

B. Anchoring is permitted anywhere on the 
board. 

C. Hexes J J 1 0, M28, and U29, as well as the six 
hexes surrounding each of them, are shoals. A ship 
entering any of these hexes is considered per- 
manently aground, and the opposing player is 
awarded points for it. 

D. Any Swedish ships which have not left the 
board via edge 5-6 by the end of turn 100 is 
considered eliminated, and the Russian player is 
awarded points for it. 

E. The yacht Colding carries KingGustaf III. It 
enters the board via edge 2-3 at any time, at the 
Swedish player's disgression. It moves as a Nr. 4 
frigate. It must leave the board via edge 5-6 by the 
end of turn 100. If it does not, the Swedish player is 
considered to have lost the scenario, and the 
campaign game, automatically. Such a loss is also 
incurred if any hits are scored upon the Colding. or 
if the Colding is boarded. Gustaf may not transfer to 
any other vessel. 

F. The fireship Postiljonen obeys the rules for 
fireships given in the WSIM rules except that: 

(1) One hull square is eliminated for every two 
turns that the ship is alight. 

(2) Once ignited, the vessel is subject to random 
movement. It always moves the maximum number 



July 3, 1790 

of hexes permitted. At the beginning of his 
movement execution phase, the Swedish player rolls 
a die. On a roll of "1", the vessel is immediately 
turned 60° to port before beginning movement. On 
a roll of "6", it is turned 60° to starboard. On a roll 
of 2-5, the ship moves straight ahead. 

(3) If, after having been ignited, the Postiljonen 
collides with any other vessel in the course of its 
movement, friendly or enemy, the ship with which it 
has collided automatically becomes an involuntary 
fireship, subject to the same rules as the Postiljonen. 
This involuntary fireship may in turn ignite other 
ships. 

(4) For 20 turns after the explosion of the 
Postiljonen (or any involuntary fireship), all ships 
on the board are subject to random movement. The 
procedure for determining this movement is the 
same as that used to determine the movement of the 
Postiljonen, except that on a roll of 2-5, the ship in 
question does not move straight ahead, but executes 
the order written for it by the owning player in his 
movement notation phase. 

(5) The Postiljonen must be ignited by the 
Swedish player; it may not be withheld (it's in the 
battle plan). Ignition must occur no later than turn 
20. 

G. The SOL Konstamin arrives as a reinforce- 
ment for the Russian player anywhere on board 
edge 4 from A35 to 1135, inclusive, on turn 40 or 
later. 



SCENARIO B-5 

Name 
RUSSIANS: 


Guns 


Class 


Nr. 


Initial 
Position 
Bow 
Hex 


Dir. 
Nr. 


Hull 


Qual. 


Crew 

Section 

1 23 


Guns 
L.R. 


Rigging 
1234 


Depth 

(ft.) 


Point 
Value 


Pobedoslav 


74 


SOL 


2 


VI2 


3 


12 


Av 


444 


8 8 


7 7 7- 


17 


20 


Ne Tron' Menia 


66 


SOL 


2 


V16 


3 


10 


Av 


43 3 


66 


7 7 7- 


16 


16 


Sviatoi Petr 


74 


SOL 


2 


W20 


3 


12 


Av 


444 


8 8 


7 7 7- 


17 


20 


Vseslav 


74 


SOL 


2 


Y25 


3 


12 


Av 


444 


8 8 


777- 


17 


20 


Panteleimon 


66 


SOL 


2 


BB28 


3 


10 


Av 


43 3 


66 


7 7 7- 


16 


16 


Konstamin 
SWEDES: 


74 


SOL 


3 


(turn 40) 




12 


Av 


444 


88 


777- 


17 


20 


Omheten 


62 


SOL 


2 


GG7 


5 


10 


Av 


44 4 


6 6 


7 7 7- 


16 


15 


Vasa 


64 


SOL 


2 


HH14 


5 


10 


Av 


444 


66 


7 7 7- 


16 


15 


Enigheten 


70 


SOL 


2 


1121 


5 


12 


Av 


54 4 


8 8 


7 7 7- 


17 


20 


Lovisa Ulrika 


70 


SOL 


2 


LL26 


5 


12 


Av 


4 44 


8 8 


7 7 7- 


17 


20 


Dristigheten 


64 


SOL 


2 


LL16 


6 


10 


Av 


4 4 4 


6 6 


7 7 7- 


16 


15 


Camilla 


42 


F 


3 


NNI7 


6 


7 


Av 


3 22 


44 


5 5 5 5 


15 


11 


Rattvisan 


64 


SOL 


2 


PP18 


6 


10 


Av 


44 4 


6 6 


7 7 7- 


16 


15 


Adolf Fredrik 


70 


SOL 


2 


RRI8 


6 


12 


Av 


544 


88 


7 7 7- 


17 


20 


Euridice 


42 


F 


3 


TT20 


6 


7 


Av 


3 2 2 


4 4 


5 5 5 5 


15 


II 


Dygden 


64 


SOL 


2 


VV20 


6 


10 


Av 


444 


66 


7 7 7- 


16 


15 


Tapperheten 


64 


SOL 


2 


XX22 


6 


10 


Av 


4 44 


6 6 


7 7 7- 


16 


15 


Froja 


42 


F 


3 


* 




7 


Av 


3 22 


44 


5 5 5 5 


15 


11 


Got a Lejon 


70 


SOL 


2 


* 




12 


Av 


444 


8 8 


7 7 7- 


17 


20 


Aran 


64 


SOL 


2 


* 




10 


Av 


444 


66 


7 7 7- 


16 


15 


Fredrik Adolf 


62 


SOL 


2 


* 




10 


Av 


4 43 


66 


7 7 7- 


16 


15 


Faderneslandet 


64 


SOL 


2 


* 




10 


Av 


444 


66 


7 77- 


16 


15 


Vladislaff 


74 


SOL 


2 


* 




12 


Av 


5 44 


88 


7 7 7- 


17 


20 


Gustaff III 


74 


SOL 


2 


* 




12 


Av 


544 


88 


7 7 7- 


17 


20 


Forsiktigheten 


64 


SOL 


2 


* 




10 


Av 


444 


66 


7 7 7- 


16 


15 


Zemire 


42 


F 


3 


* 




7 


Av 


322 


44 


5555 


15 


11 


Hedvig Elisabeth 
Charlotta 


64 


SOL 


2 


* 




10 


Av 


5 44 


6 6 


7 7 7- 


16 


15 


Uppland 


44 


F 


3 


* 




7 


Av 


322 


44 


5555 


15 


11 


Jarislawitz 


32 


F 


3 


* 




6 


Av 


2 1 1 


22 


4444 


[2 


10 


G ripen 


44 


F 


3 


* 




7 


Av 


3 3 2 


44 


5555 


15 


11 


Hertig Ferdinand 


62 


SOL 


2 


* 




10 


Av 


444 


6 6 


7 7 7- 


16 


15 


Manligheten 


64 


SOL 


2 


* 




10 


Av 


444 


6 6 


7 7 7- 


16 


15 


Sofia Magdalena 


74 


SOL 


2 


* 




12 


Av 


5 44 


8 8 


7 7 7- 


17 


20 


Postiljonen 




FI 


3 


JJI8 




4 


Av 


1 - 


Bl^l 


4444 


12 




Colding 




YT 


4 


** 











-- 





-- 


-- | 


NOTES: *Ships enter board in ljne 
•♦Enters board via edge 5-6 at any 


(bow 
time. 


to stern) behind the line already on board, 
at Swedish player's discretion. 
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ANOTHER AFRIKA KORPS GAMBIT 



Steve Packwood is the fourth winner of the 
prestigious A H500, having made the long trip from 
his native Arizona to Ann Arbor, MI last summer. 
As was the case with all previous winners of this 
grueling three day event in which he fought his way 
to the top over 127 other entrants. Steve emerged 
with many "war" stories. This episode which 
occurred in the hectic last round under intense time 
pressure is just one of them. 

An interesting and embarrassing thing happen- 
ed in my final round of play in the AH 500 at Origins 
this last summer. 1 knew 1 wasn't really great at A K, 
but 1 did think I was good enough to pick it as my 
second choice game in the AH 500. Bruno 
Sinigaglio was the Axis and I the Allies in the final 
round. 

Bruno pulled an AK gambit that 1 had never 
seen or even heard of before, but one which was not 
unknown to some of those watching the game. 1 
have no idea who developed this ploy or how long it 
has been around. Here's what happened: 

On the first turn Bruno's play was normal — he 
isolated Bengasi with the Italians and ran the 
German armor into the desert between Msus and 
Mechili, with Rommel and the recce unit traveling 
in the South to T22 and T24 respectively. 

My reply was "normal" with all my |-]-6's going 
to sea and my heavier units holding the escarpment 
passes and supply #2 going to J45, heading for my 
Home Base. 

On his second turn, Rommel and the Recce 
kept on going East, with the Recce ending at R33. I 
reacted strongly with most of my sea-going l-l-6's 
sealing off K-35 to P30, keeping him away from 
Tobruch. My supply reached my Home Base. At 
this point I had lost my home base and did not even 
know it! In the west I still held the escarpments, 
while he left two Italians to starve out Bengasi and 
sent the rest down the coast road towards Derna, 
and his German armor maneuvered about the 
escarpments. 

On his third turn (May I) his 1 5th Panzer 
advanced past Msus towards Mechili and everyone 
else got as close to the escarpments as they could. 
21/5, still traveling with Rommel, continued East to 
P45 and R41 respectively. Now I saw the problem. 



By Stephen S. Packwood 

In the past ! had been familiar with the Recce 
heading East, but Rommel had dropped off after 2 
or 3 turns and the Recce unit was forced to drop 
down to the escarpment if it wanted to get to 
Alexandria before an allied unit going along the 
coast road. And if the Recce unit did go on the 
escarpment. I could cut it off by putting the 1-1-6 
from K35 down to K49 — blocking the coast road. 
So I had not been worried about the Recce unit. 

Now that it was too late, I saw that with Rommel 
traveling the whole time with the Recce unit, the 
Recce didn't have to drop down on the escarpment, 
but could go entirely around it and still reach the 
road and motor on in to my Home Base. Blocking at 
K49 did no good now, and going to sea was also a 
turn too late. 

So then you ask, "how did you get out of it?" and 
my reply is the same as that of the Old Timer telling 
about how he was surrounded by hostile Indians: "I 
didn't — they killed me!" Losing my Home Base in 
May was embarrassing; but now for the interesting 
part. 

Here is the situation: the Axis Recce is on P45. 
with Rommel close behind and the 15th Panzer is 
halfway from Msus to Mechili, with everyone else 
banging on the escarpment doors in the West. At the 
start of my May I turn I have a couple of l-l-6's 
holding the pass Southeast of Salum; these I send 
Eastalong the coast road to J49 and J47 respective- 
ly. Realizing that they will get to my Home Base too 
late. I cause my supply #2 to self-destruct. In the 
West, with the 15th and 21st Panzer and the Italians 
all ganging up on them, my units retreat to the 
escarpments around Tobruch and leave a 1-1-6 at K- 
35 to guard the pass East. 

May 2 sees the Recce triumphantly roll into my 
Home Base. On my part of the turn I surround the 
Recce with my two 1-1-6's at M64 and L6I. 

June I finds the Axis rolling over my 1-1-6 at 
K35, with elements of the Axis forces streaming 
down the coast road and the rest of his force 
surrounding Tobruch. 

The Recce starves to death on June 2 and the 
Axis forces continue down the coast road. I occupy 
my home base. The Axis has used up supplies in 
forcing me into Tobruch and in killing the unit at 



K35. He must wait to bring up supplies before he can 
attack my Home Base. 

My June reinforcements finally arrive — in July! 
Now the Axis forces have to fight a more normal 
battle by El Alamein, and skipping over a lot of 
fascinating play (such as my getting surrounded 
near Matruh) we come down to the famous low 
odds attack on Tobruch — which the Axis loses. 

After the game, Bruno, I and all the spectators 
agreed that Bruno had me, but let me slip away. We 
all agreed. There were different reasons, but the 
most frequently mentioned was that the Recce 
should not have stayed in my Home Base, but 
should have held a position at El Alamein or L60or 
L61, preventing the surrounded situation and thus 
preventing the June and July reinforcements from 
coming on until the Axis forces had a chance to get 
down there with supplies. So 1 went home impressed 
with the Rommel-Recce gambit and feeling very 
lucky. 

I wanted to use the gambit myself, so I 
determined to study it, but did not get around to it 
for a number of months. When I rfirfgettolookat it 
I found that things were not as simple or clear cut as 
they had seemed. From P45 to the coast road is 
exactly 14 hexes, which means that the Recce can 
«ofgetto El Alamein, L60 or 6 1, since it would have 
to leave the road. From the coast road at J53 
Northeast of Fuka, it is exactly 10 hexes to the 
Home Base. Since the Recce threatens to take any 
supply unit left in or adjacent to the Home Base, the 
supply should leave, but not be destroyed. The 
Recce then does not have to enter the Home Base, it 
just has to deny access to the 1-1-6's. The trouble is 
that no matter where on that 10 hex path on the 
coast road that the Recce is positioned, either the 1- 
I -6 on J49 gets into the Home Base or the two 1-1-6's 
surround the Recce unit (as actually occurred) as 
may be seen inTable I .So maybe Bruno didn't slip 
up as much as we thought. 

Playing round with the situation some more, I 
decided that maybe three l-l-6's should go after the 
Recce if it goes to P45. But this weakens the 
Tobruch area the turn before the June rein- 
forcements arrive so maybe the Recce threat is 
worthwhile, even if it (to save itself from starvation) 
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does not actually capture the Allies' Base. When the 
Recce goes to R33 on turn 2, one of the l-l-6'sthat 
was at sea might like to land back in Alexandria 
instead of going on to Tobruch, but the Home Base 
is ungarrisoned so it can't land there. Thus the Allies 
may decide to leave a 1-1-6 in the Home Base on the 
first turn if the Recce goes to T24. but then the Recce 
could abandon its eastward flight and could stay 
around Tobruch, in effect reducing the Tobruch 
defenses by one unit, without costing the Germans a 
thing. One 1-1-6 landing in Tobruch could go East 
to 1-37 or so, anticipating the German threat; but 
again it is not helping Tobruch and is guarding 
against a threat that may never materialize. 1-37 is 
mentioned, since from there a 1-1-6 is close to 
Tobruch, but can still get to J53, denying the Recce 
access to the coast road. 





TABLE 1 




Recce 


1-1-6 1-1-6 




Coord. 


Coord. Coord. 


Result 


J-62 (H.B.) 


L-64 K-61 


Surrounded 


K-62 


L-64 L-61 


Surrounded 


K-61 


L-63 L-M) 


Surrounded 


K-62 


L-62 El Alamein 


Surrounded 


K.-59 


1.-61 L-5K 


The Reeee lives 
bul the Allies get 


K-58 


L-60 L-57 


the Home Base 


J-S7 


K 59 El Daba 


Surrounded 


J-56 


K-5K K-55 


Surrounded 


1-55 


K-57 K-54 


Surrounded 


J -54 


El Dah;i K-51 


Surrounded 



All in all, it is an interesting gambit with traps 
and pitfalls for both sides and more ramifications 
and subtleties than appear on the surface. 

What at first appeared to be a decisive stroke, 
now seems to be only a slight tilt for the Germans; or 
the Allies if the Germans are not cautious. Of course 
the surprise value of the gambit when first 
encountered by the Allies may cause the Allied 
player to concede his home base; leaving the 
German in excellent shape. / didn't, but it could 
happen, although the German certainly shouldn't 
count on it. If the Allies feel like living dangerously, 
they might deliberately "fall" for the gambit in order 
to trap the Recce unit to weaken the German forces, 
hoping to regain their home base the way I did. 

However, if the Allies play it safe, they can 
counter all German threats on May I and prevent 
any German attack at better than 3-1 odds. The 
advantage of the gambit for the Germans is that the 
Allies have to be mighty careful to cover themselves 
that well. The key lies in where the German moves 
his armor on April 2. Each different placement 
requires a different Allied response, but a 
frustrating response is always available to the Allies 
if they are sharp enough to see it. /— v 



ORDER BY PHONE 

We will now accept game orders by phone 
from those individuals with currently valid 
MASTERCHARGE. BANKAMERICARD 
(VISA), or AMERICAN EXPRESS creditcards. 
The number to call is 301-254-5300. Ask for Clo 
Newton or ext. 34 and state that you wish to place 
an order for a game. You must give the order taker 
the number, expiration date, and name of your 
credit card along with your order and shipping 
address. Phone orders are available every Mon- 
day Friday from 8:30 AM to 5 PM. Absolutely no 
colled phone calls can be accepted. 




WAITING BY THE WINDOW by^m™ 



Ten after five, home early. I burst in the 
apartment house door. Seeing the whites of 
envelopes through the holes, 1 frantically grope for 
my mailbox key. I flip through two envelopes again 
and again, looking for a "missed you slip". None 
there. But maybe it's stuck in the door jamb, or 
maybe the package came parcel post. Up the two 
flights of stairs in three giant bounds. Run down the 
hall. Nothing! Only my welcome mat staring me in 
the face. The little, plastic blades of grass waving in 
the draft, as if laughing at my lunacy. My games 
have not come today. 

Still time though, UPS delivers till about six. 
Make dinner quietly, listening for the expected 
knock. Eat the tasteless food. Save the dishes, too 
noisy. Sit by the window and watch for the goose- 
stepping brown truck. Six-o-five. My new games 
have not come today. 

After the dishes, I look at the TV Guide without 
seeing the program listings. I put the news on. There 
has been an earthquake in Chile. I glance over at my 
bookcase, across the room. Littered there on its 
shelves, lie about ninety games, a couple of dozen 
magazines, several history books, fifty or so dice in 
dixie cups (small, medium, and large sizes), and 
other miscellaneous wargamer junk. 1 wander over 
and stand looking at the view in front of my eyes 
that is just as clearly imprinted in my mind. This is 
my hobby, and a large part of rny life. 

"Which rules should I reread tonight?" I decide, 
change my mind, hesitate, decide again, sigh, reach 
out a finger blindly, look to see what it is touching, 
sigh again, and go back to the window. I think 
Barbara Walters is growing a moustache, "I'm so 
bored." My games have not come today. And I 
ordered them last week! 

Maybe I should get married. Make the little 
woman stay home on 'likely days'. Maybe even 
encourage her to flirt with the UPS guy, so he'll 
come by a couple of times on the day of a delivery. 
But an old lady must be selected very carefully. No 
jealous maniacs, for one thing. Don't want my 
games to end up as kindling for the fire. And I have 
to be able to go out gaming three or four times a 
week, at least. No dummies, either. I'll have to 
screen potentials thoroughly. Start them on WAR 
AT SEA and see how far they progress up the 
complexity ladder. Enthusiasm is important too. 



don't forget that. And the marriage agreement will 
have to have a clause stating that the games are 
mine, if we divorce. No loopholes, in case she gets 
fanatical and meets another gamer. 

I had a nightmare the other night, where 1 was 
sitting in a maternity ward waiting room. This UPS 
guy walks up to me and says, "It's a game". 

"Ancient or modern?", I ask. 

"Unfortunately, your wife has turned into a map 
of Europe", he continues. 

"Is she playable?" 

"Complete with seventeen thousand counters", 
he says, ignoring my excitement. 

"Does this mean she can't have any more 



games.' 



he 



"Only spin-offs, by artificial development" 
replies. 

I'm stunned. A vivid picture of a half-filled 
bookcase flashes into my head. "Are zones of 
control rigid?", I scream, but he is gone! 

I look at the brand new game in my hands. I pull 
off the wrapping. "It's ORIGINS", I yell, "I already 
have this!" 

I switch channels. The Yankee game is on. Why 
didn't my games come today? There's nothing like 
the joy of getting a new game. It must be a universal 
feeling. Tear off the wrapping. Rip open the 
cardboard, risking staple punctures and paper cuts. 
Throw the garbage on the floor. Scan the cover, 
letting an ecstatic shiver run down your spine. Open 
the box and look quickly at the map and counters. 
Check out the length of the rulebook. Dash to the 
refrigerator for a drink (and a sandwich, if the rules 
are long), no time to lose. Prop a pillow up at the end 
of the couch, and sit down for the reading. 
Aaaahhhhhhhhhhhh! 

I'm a rules nut. I admit it. 1 plead it. If a game is 
premature, I even give it emergency treatment. 
Sometimes it still dies, but my conscience is clear. 
Games that take years to conceive should not be 
abandoned lightly. And if you're wondering, YES, I 
am anti-abortion. SAVE OUR GAMES! 

Somedays when I am waiting by the window, the 
sun hits the screen at a strange angle, and weaves a 
bar-like image there. Hallucination? The subcon- 
scious prison? Maybe, but wargaming is an asylum 
with rubber bars, /r~\ 
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ORIGINS OF THIRD REICH 



By Robert Ott 



In the olden days, say around 1964-72, before 
the existence of 300+ games on every conceivable 
subject, it was popular to devise ways of blending 
your favorite A H games together to arrive at a more 
strategic viewpoint in fighting World War II. 
Success in your AFRIKA KORPS game improved 
your chances in a follow-up game of D-D A Y and so 
on. Not much of that is done nowadays due to the 
availability of games utilizing a much larger scale — 
grand strategic monsters like THIRD REICH for 
example. But as Robert Ott demonstrates below, 
the concept of combining games to alter all too 
familiar circumstances is far from dead and still 
offers some intriguing variations of our old 
favorites. 



On September 1st, 1939. the Germans launched 
their blitzkrieg through Poland. Sixteen days later, 
the Russians invaded Poland from the east. When 
Poland capitulated at the end of the month, the 
western half of the country, including most of her 
mines and factories, went to Germany. The other 
half, along with her oil resources, went to the 
Russians. This is the situation at the beginning of a 
THIRD REICH game, but does it always have to be 
that way? In ORIGINS OF WORLD WAR II. the 
above is an example of a shared control of Poland 
between Germany and Russia. It has also set some 
rusty gears turning in this mind for a new THIRD 
REICH variant. 

The basis of this variant is to play a game of 
ORIGINS before your game of THIRD REICH. 
Some rather interesting situations can be deter- 
mined by following the suggestions below. Position- 
ing of Control and Understanding counters could 
greatly influence your play in THIRD REICH. For 
each area in ORIGINS, the effects of Control and 
Understanding counters are as follows: 

Alsace-Lorraine — If France alone has a Control 
counter, there is no effect. If France and Germany 
share control, France loses 10 BRP from her Base 
level, tf Germany atone has control, France loses 20 
BRP from her Base level. If there is no control. 
France loses 20 BRP from her BRP level for 1939 
only. 

Austria — If the German does not have a Control 
counter, he loses 20 BRP from his Base BRP level, 
and may not set up in Austria (see the amended 
map). Austria becomes a minor neutral worth 20 
BRP, with its capital at Vienna, and an army of 
three 1-3's. 

Baltic States — If the Russian alone has a Control 
counter, there is no effect. If the German has sole 
control, he may set up in the Baltic States at the 
beginning of the game, and has 10 BR Padded to his 
Base BRP level. If Germany and Russia share 
control, Russia may invade as usual, splitting the 10 
BRP with Germany. If there is no control, the Baltic 
States are a minor neutral and may not be entered 
without a Declaration of War (DoW) separate (for 
Russia) from the DoW for east Poland and 
Bessarabia (Rumania). 

Britain — If the French player has no Understanding 
with Britain, France loses 15 BRP from its Base 
BRP level. 

Czechoslovakia — If the German player has no 
Control, he loses one 4-6 armor unit from his "At 
Start" forces, and 20 BRP from his Base BRP level 
He may not set up in Czechoslovakia (see map), 
Czechoslovakia becomes a minor neutral with its 
capital at Prague, an army of one 2-5 armor and two 
2-3 infantrv units, and is worth 20 BRP. 



France — If the British player has no Understanding 
counter here, he loses 15 BRP from his Base level. 
Germany — If the Russian player has no Under- 
standing counter here, he loses 15 BRP from his 
Base level. 

Italy — if Germany has no Understanding with Italy, 
Italy may not declare war on the Allies before Fall. 
1940, and the German loses 10 Base BRP. 
Poland — If Germany has sole control, or if there is 
no control, the German does not have to "share" 
Poland with the Russian. Poland is then worth 30 
BRP. If the Russian has sole control, the German 
may invade as usual, but all restrictions of a Russian 
DoW on Germany are lifted. Thus, Russia may 
declare war on Germany at any time. The German 
may avoid this however, by invadinganother minor 
neutral to start the war; Yugoslavia, for example. If 
Germany and Russia share control, there is no 
effect. 

Rhineland — If the German does not control the 
Rhineland, he loses 25 BRP from his Base level. 
Romania — If Germany has sole control, Russian 
units may not enter Bessarabia (territory between 
front dividing line and Romanian-Russian border). 
If the Russian has sole control. Romania is no 
longer a German minor ally, and thus the German 
cannot prevent a Russian invasion simply by 
placing a unit there. In either of the above cases, 
Romania is worth 20 BRP as a whole country. If 
there is no control, or if Germany and Russia share 
control, there is no effect. 

Russia— If Germany has no Understanding counter 
there, he loses 15 BRP from his Base figure. 
United Stales — If Britain has no Understanding 
counter there, he loses 20 Base BRP's as the 
elimination of options 5, 7 and 8 on the Allied 
Minor Variation Chart. 

As stated in the ORIGINS rules, the Second 
World War starts if Germany or Russia has over 15 
points at the end of the Origins game. If neither 
country has the necessary points, the war begins as 
usual, except that Germany must pay for both the 
DoW and the Offensive Option. The rest of the 
situation is determined by the counter placements in 
the ORIGINS game. 

The following is an explanation for the results 
and effects of the placement of the ORIGINS 
counters, area by area: 

Alsace-Lorraine — In A-L, France would have to 
exert a lot of pressure to keep the largely German 
population quiet. The outcomes represent varying 
amounts of German pressure and covert activities, 
and the French response to them. 
Austria — These outcomes represent whether or not 
the Germans can successfully achieve union with 
Austria, and, if not, the loss of the Austrian work 
force and industry. 



Baltic States — This represents the battle for control 
(political) between Germany and Russia. 
Britain — While perhaps there is no historical reason 
for the French loss of BRP, it prevents the 
unrealistic tactic of "ganging-up" on Germany by 
the Allies. 

Czechoslovakia — The German loss of BRP repre- 
sents the lack of control of the Czech industry and 
the Skoda arsenal, and the loss of the 4-6 armor unit 
represents the lack of the Czech T-38 tanks should 
the German not occupy the country. 
Russia — This result is to prevent the German from 
concentrating solely on Control counters. 
United States — This result shows the loss of British 
support in the United States, and also prevents 
"ganging-up" on the German. 

Now, let us take an example. The results of the 
Origins game are thus: 
United Slates — 2 points, for Britain. 
France — 8 points, for a Control in Alsace-Lorraine, 
and an Understanding with Germany. 
Britain — 14 points. Understanding in France, 
Germany, and the United States. 
Russia — 13 points, for an Understanding in 
Germany, and Controls in Poland and Romania. 
Germany — 17 points, for Understandings in Russia 
and Italy, and for Controls in Austria, the Baltic 
States, Czechoslovakia, and the Rhineland, 
The initial set would be this: 
United States — No change 
France — Starts the game with 70 BRP. 
Britain— No change 

Russia— No BRP change, but notice that the 
Russian may not enter the Baltic States (because of 
sole German control), but may take all of Poland if 
the German does not invade, and he may take all of 
Romania. 

Germany — The German starts the game with 160 
BRP, but may not invade Poland at the beginning of 
the game without risking Russian intervention. He 
may, if he wishes, attack another minor neutral to 
start the war. 

Notice that the possibilities are endless, making 
for a very unique and enjoyable game (as if normal 
3R wasn't good enough!) each time it is played. 
True, Italy has to sit out of the Origins game, but to 
those who find that distasteful, Italy may be 
included, given PFs and objectives by mutual 
consent of the players. But that is beyond the scope 
of this article. The purpose of this article is not to 
offer a definite set of rules, but to give suggestions 
that may be changed to suit what each individual 
feels is enjoyable, playable, and, within reason, 
historically accurate. 
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FORTRESS EUROPE REVISITED 

NEW TACTICS FOR A NOT-SO-OLD GAME 

bv Robert Bevma 



D-DAY made its initial appearance in 1961 
qualifying it as a genuine member of the "classic" 
school of oldies hut goodies. It has undergone two 
facelifts since then and the current 1977 3rd edition 
version is by far the best of the lot not only in 
overall quality hut also in convenience to the 
oldtime gamer who need only purchase the new 
rules ($2.00) to completely update his game. Robert 
Berma, like his subject, has been active in the hobby 
from the very start and as a member of the hobby's 
Old Guard is well schooled in plav of all the classics. 
He still is a regular participant in the annual 
ORIGINS A H 500 Classic tournament and was one 
of the top three play testers in the D-D A Y 77 
revision. Here he shows us how the rules changes 
have affected skilled play in the venerable old game. 

Once again Avalon Hill has revised D-DA Y. 
The 1977 version is not only more realistic but is also 
better balanced and has a higher excitement level. 
The veteran fieldmarshal must come out of 
retirement and devise a new defensive plan for 
holding the Atlantic Wall. Fortunately, the German 
army no longer needs to worry about being buried 
by SAC attacks, but the crafty Allied player has 
some new tricks up his sleeve. Let's examine the 
current situation. 

In D-DA Y '65 the Germans had essentially two 
courses of action. They could gamble on the beaches 
or plan to fall back to the Seine These two choices 
still exist. However, a beach defense at all 7 beaches 
is very difficult. The Allies are heavily favored to get 
ashore somewhere. A Seine defense is plausible but 
now must be extended to the Swiss border, A third 
defensive strategy now becomes viable. This is the 
containment defense. This strategy allows an Allied 



invasion in a defensible area such as the Normandy 
or Brittany peninsulas. Let's take a look at each of 
these three defensive plans. 

The first defense is the conservative Seine 
defense shown in figure I. This defense makes North 
Sea. Pas de Calais, and Le Havre virtually 
impregnable. Of course, the Allies will land 
elsewhere. Using strategic movement the Allies will 
advance to the Seine very rapidly. The Germans 
must complete their redeployments quickly. The 
Seine needs to be held until after the Allied second 
invasion. Then the entire German army can be 
channeled into a strong defensive line in central 
France. The next 20-30 turns are characterized by a 
grudging defensive game as the Allies slowly push 
towards the Rhine. 

The second defense is the gambling beach 
defense shown in figure 2, This defense forces the 
Allies to make risky l-l's and 2,-1*8 to get ashore. 
The Germans plan to strongly counterattack any 
Allied beachhead particularly north of the Seine. 
This defense stretches the German army thin and isa 
calculated risk. If the first invasion can be defeated, 
the Germans stand a good chance to win the game. 
However, if the invasion succeeds the overextended 
German army could be in dire straits. In this case a 
resourceful German player must retreat to the Seine 
as economically as possible. 

The third defense is the containment defense 
shown in figure 3. This represents a compromise of 
sorts between the Seine and beach defenses. The 
Allies are allowed to come ashore unopposed on the 
Normandy or Brittany peninsulas. The Germans 
then form a strong defensive line across the 
peninsula. The objective of this defense is to check 
the Allies and force them to make their second 



Figure 1. A conservative beach defense conceding France below ihe Seine River, 




invasion. Once the second invasion has been made 
the defending German forces can retreat to the 
Seine. There they will link up with the rest of the 
German army to form a strong defensive line. 

Before proceeding with further analysis of the 
defenses let us examine the major changes in the new 
rules and how they affect German play, 

1. SUPPLY— The major change is that the Allies 
can now extend their supply line up to 24 hexes from 
a supply source. This makes South France once 
again a viable invasion area. It also means that the 
Seine line must be held all of the way from the 
Channel to the Swiss border. More ominously, the 
southern Rhine region can be threatened early in the 
game. 

Two significant changes have been made in the 
supply and reinforcement rules that will affect play 
on the beaches. One, the Allies control for 
reinforcement and supply purposes any beach hex 
that they successfully invade on the invasion turn. 
This means that reinforcements can land in German 
zones of control. Two, after the first turn of the 
invasion the Allies can only capture ports. These 
ports may be outside the original invasion area. 
They may be used for reinforcement and supply 
purposes, however, only if they are free of enemy 
zones of control. 

2. AIR POWER— Virtually any air rules that get 
rid of the dreaded SAC attacks help the Germans. 
The new carpet bombing attacks help the Allies 
break a key defensive position but are not as 
devastating as their predecessors. 

TAC air is basically a nuisance but it does help 
the Allies a little here and there. Keep TAC air in 
mind when forming a defensive line so that a 2-1 
does not get upgraded to a 3-1. The Allied player can 
also use his TAC air to interdict German strategic 
movement and further hinder even normal move- 
ment along rivers or mountains. Bear this in mind if 
you arc depending on getting a key unit to a new 
position, 

3. AIRBORNE— The bad news here is that Allied 
parachute units can now be dropped into German 
zones of control- This makes it much more difficult 
to form an effective paratroop screen. Whether 
assisting an invasion or in breaking a major 
defensive line the airborne units are a major threat. 
The best defense is to force at least one paratroop 
unit to soakoff and to garrison key points strongly. 

Additionally, there is no limit to how many 
times during the game a parachute unit may be 
airdropped. The only requirement is that they start 
the turn in England. The best defense against this is 
to do everything possible to kill the airborne units 
when they drop. 

4. SECOND INVASION— The good news here is 
that there is now a 16th week cutoff date for the 
second invasion. The biggest disadvantage that the 
Germans had in the '65 version next to the SAC 
attacks was the rule that the second invasion could 
be delayed indefinitely. This had the effect of tying 
down a substantial part of the German army while 
the main battle was being fought on the Seine. While 
the new rule is somewhat unrealistic, it does, in a 
sense, simulate the difficulties confronting the Allies 
in launching a late fall or winter invasion. 

This rule permits the German player to plan his 
defense knowing when the rest of his army will be 
available. The importance of this cannot be 
overestimated particularly when playing a contain- 
ment defense. 
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Figure 4. I he authors South France defense Deposing an Allied their attacks to 2-1. 1-1, and 1-2, Iwn German secondary blocking 
landing. B> usin>: three I AC factors, the Allies are able to upgrade lines are shown in yellow and green. 




Chart i. Analysis of a South France Invasion 

A successful Allied invasion is defined as winning 
either the l-l or the 2-1 by advancing a slack to a. doubled 
port hex. Therefore, the probability of a successful 
invasion = I - (.667 x ..1.13) = 77.8^. 

There is a very small chance. aboul4 r r. thai the Allies 
could win the 1-2 and lose the other two attacks. 

The chance of a successful invasion is a little less if the 
Germans can and are willing to counterattack. The 
number of factors available for a counterattack depends 



not only on where the Allies got ashore but also how 
many German units were lost in the process. 

A counterattack is further complicated by the fact 
that the Germans must guard remaining ports against a 
second week Allied airborne drop. 

If the Allies secure a beachhead on [he first turn they 
should eventually be able to consolidate the beach and 
break out. 



figure 3. The containment defense hopes to boule the Allies up in 
Normandy or Brittany until the Second Invasion. 



5. STRATEGIC MOVEMENT-At first glance 
this innovation seems to primarily benefit the Allies. 
Breakouts can be followed by rapid exploitation 
across France. The German player must be careful 
not to get caught overextended by a quick Allied 
flanking maneuver. The Allies can also use strategic 
movement to speed up the arrival of reinforcements 
at the front. 

The Germans on the other hand can now use 
their mobile armored formations to rapidly rein- 
force a beachhead perimeter or a weak sector of the 
front. They can also be used in a mobile defense 
capacity when withdrawing. These uses are more in 
tune with their intended historical employment. 
However, in the game, as in 1944, Allied air 
interdiction can be used to reduce their mobility. 

Having summarized the basic changes let's move 
on to the beach defenses. A good place to 
concentrate our efforts is at a long neglected 
beach — South France. The German defense used is 



from the containment defense. An enlarged, local 
view of South France is shown in figure 4. The 
objective of this defense is to force the Allied Player 
to make risky, low odds attacks in order to get 
ashore. A 5 factor unit in each of the major cities 
prevents any 3-1 attacks. A reasonable Allied 
invasion is also shown in figure 4. An analysis of this 
attack is contained in chart 1. Generally, an Allied 
victory in either the 1-1 or the 2-1 will result in a 
successful beachhead. The further from Marseilles 
the beachhead the easier it will be tocontain. Unless 
you area little lucky the Allies will probably be able 
to capture Marseilles and start breaking out before 
sufficient reserves can arrive. In this case a doubled 
blocking position al either Montelimar. Valence, or 
Lyon is in order while the next defensive position is 
prepared. 

North Sea and Pas de Calais defensive plans can 
be characterized very simply: stop the Allies on the 
beach. Pas de Calais, in particular, must be held at 
all costs. An invasion at North Sea can usually be 
choked by holding the key ports of Amsterdam, 
Rotterdam, and Antwerp. A Le Havre invasion can 
normally be defeated in 4 to 6 turns if the Allies 
don't get lucky and take either Dieppe or Rouen 
early. An invasion at Le Havre can make for an 





Figure 2, A gambling ht.-;tt:ri defense aitemptiruj to deJcut the Allies on the beaches, Note lhai ihu 1^77 rules allow sialics to set up in inland ports- 
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interesting short game, usually for the Germans. A 
successful German defense can ill afford an Allied 
beachhead north of the Seine. An Allied invasion at 
the Bay of Biscay will usually produce a quick and 
dirty fight. The Allies need to capture either La 
Rochelle or Bordeaux by the second turn of the 
invasion or they are in trouble. 

Discussion of defensive strategy at Normandy 
and Brittany will allow us to expand on the concept 
of containment A glance at the Normandy and 
Brittany beaches, particularly Brittany, should 
convince you that they are difficult to defend 
adequately without weakening some other area. The 
general principle of the containment defense is to 
allow an Allied landing on the Normandy or lower 
Brittany peninsulas. The Germans then form a 
strong defensive perimeter across the narrowest part 
of the peninsula. The primary and secondary 
defensive lines for each beach are shown in figure 5. 




Figure 5. The theory behind Normandy and Brittany containment is 
shown by the primary (red) and secondary (yellow) lines of defense 

The containment defense is feasible for two basic 
reasons. First, the absence of SAC attacks allows 
the Germans to stack 2 or 3 good units in a hex. This 
means that the German defensive stacks will be 
formidable and that the Germans can counterattack 
effectively. Second, the 16th week cutoff dateforthe 
second invasion limits the amount of time for which 
the defensive perimeter must be held. Barring a lot 
of luck, the Allies won't be able to attrition their way 
out of the line before making the second invasion. 

The primary objective of the containment 
defense is to force an early Allied second invasion. 
Once the second invasion is made the Germans can 
withdraw to the Seine. There the full weight of the 
German army can be deployed. There are several 
other advantages to this course of action. Allied 
mobility is checked early in the game. By fighting on 
a narrow front with good units the German losses 
can be maintained at an acceptable level. Ad- 
ditionally, this delaying action buys some much 
needed time. Things start to look brighter if the 
main battle can be delayed until German 
replacements start. 

The German player must be acutely aware of the 
Allied airborne threat. Paratroop units can airdrop 
into a port, particularly a fortress, and open it up for 
reinforcement and supply purposes. Note that this 
port does not have to be within the original invasion 
area. Any German defense that allows any type of a 
reasonable invasion at Le Havre or Brittany and 
leaves Cherbourg unguarded is in big trouble. As 
figure 6 shows, the Allies will land at one beach and 
open up Cherbourg with airborne units. The Allies 
will then have two beachheads on the first turn. That 
would be bad news. 

If the Allies break out of their beachhead early in 
the game the German commander will find himself 
in a tough spot. The Allies will rapidly exploit a 




Figure 6. The German player must always beware of an air drop 
opening up an unoccupied or weakly defended port. Here the author 
shows how landings at Le Havre or Brittany can embarrass a German 
player who has left Cherbourg unoccupied. Note however, that Ihe 
author has interpreted the rules in such a way as to stretch a point. 
Although Cherbourg is within 5 "hexes" of the American landings at 
le Havre, the same can not be said for the Brittany invasion. 
Although the physical distance between Cherbourg and T39 is equal 
to 5 "/ie.u\v". there is no actual path of contiguous hexes which can 
reach Cherbourg within the distance parameters required. Technical- 
ly then, the author's plan based on a Brittany invasion is illegal, 
although a realist may offer a convincing argument otherwise. 

breakout with strategic movement. Figure 7 shows a 
typical Allied advance to the Seine. Note that the 
major ports in Brittany, Bay of Biscay, and South 
France will be opened regardless of which beach was 
initially invaded. Also shown is a typical German 



defense of the Seine. The German player must plan 
his withdrawal well, being careful not to get cut off 
or outflanked. Particular attention must be paid to 
an Allied breakout from South France. The Allies 
can outflank the Seine line in a hurry unless 
reinforcements can reach the Dijon area quickly or a 
few delay units are expended. 

A useful tactic in slowing down the Allied 
advance is the mobile armor screen. This is 
accomplished by positioning your units 6 hexes 
away from the advancing Allied units. This will limit 
the Allied advance to only 4 hexes per turn. This 
tactic is demonstrated in figure 8. When employing 
the armor screen the German player must bear in 
mind the possibility of an Allied airborne drop to 
trap the delaying armor. Maintaining a good 
counterattack force is the best deterrent to this 
threat. 

Unless you have been fortunate enough to defeat 
both Allied invasions you will eventually find 
yourself back on the Seine. Good strategy consists 
of falling back to the Seine as late as you can and 
with as much force as possible. Unfortunately, time 
is usually bought with casualties. The amount of 
troops that one is willing to lose to buy time is a 
difficult decision that each player must make for 
himself In general, it is worth a significant number 
of units to force a second invasion and buy about 10- 
15 turns. 

Once the Allies reach the Seine the game evolves 
into a stubborn, defensive battle where the Germans 
grudgingly retreat to the Meuse and eventually the 
Rhine. The Germans do not win this part of the 
game by delaying but rather by attritioning the 
Allied army. With enough forces the Allied player 
will eventually bludgeon his way to and across the 
Rhine. The German player must seek to exhaust the 
Allied army by consistently forcing the Allied player 
to make low odds attacks and soakoffs against 




Figure 7. Allied breakout from Brittany or South France meets the extended German Seine defensive line. 
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Figure 8. Mobile armor screen will limit the Allies lo a 4 hex turn advance. 



doubled positions. Figure 9 shows a typical German 
defense along the Meuse from Sedan to the Swiss 
border. Note that this defense precludes 3-1 attacks 
against hexes where surviving German units will be 
in the zone of control of remaining Allied units. 
Hence the cities and mountains need to be held by 
large units. River lines can often be defended by 
stacks of smaller units. 




careless the one extra factor will rarely enable the 
Allied player to upgrade a key 1-1 or 2-1 attack to a 
2-1 or 3-1 . TAC air will also be used for defensive 
support for units exposed to German counterat- 
tacks. 

The new airborne rules allow the Allied 
paratroop units to drop right behind your front line 
units. This enables the Allies to get a 3-1 where they 
normally could not. Airborne units could also be 
used to form a corridor to assist the main force in 
exploiting a breakthrough. The Germans need to 
maintain a good airborne screen, particularly in 
vital sectors, until the Allied airborne threat can be 
neutralized. 

The new supply rules make the Southern Rhine 
region very vulnerable to Allied attack. The Vesoul- 
Epinal-Belfort area must be very strongly defended. 
This area must be held for a long time as there is not 
much room with which to retreat. Figure 10 shows 
how the Allies can easily win by punching a narrow 
corridor to Strasbourg. The Allied divisions across 
the Rhine are very difficult to counterattack. All of 




Figure 10. Allied exploitation of the southern Rhine region This 
situation will produce an Allied victory in 4 turns. All of the units can 
be supplied from Marseilles only. The maximum range of supply 
from Marseilles is shown by the red tint. 

the Allied units shown can be supplied from 
Marseilles. In the '65 version the Allies had to 
capture Antwerp in order to seriously threaten this 
area. Don't be surprised if the Allied player 
concentrates some carpet bombing attacks and 
airborne drops in this sector. 

The Allies will eventually break the Seine line. 
The German defensive line should pivot about the 
Belfort-Epinal area. The rest of the line should 
slowly withdraw to the Meuse, the Siegfried line, 
and finally to the Rhine. Antwerp should be held as 
long as possible to maintain a shorter front and to 
deny the excellent supply source to the Allies. 
Boulogne and Rotterdam should be held as long as 
possible to keep the Allied replacement rate down. 
Static units make excellent delay units as they are 
easily replaced. Hopefully, the Allied army will be 
seriously weakened by the 30th or 35th week. At 
that point, time and the German replacement rate 
will carry the Germans on to victory. 

A frequent topic of conversation about D-DAY 
'77 is who has the advantage. At this point 1 would 
tend to lean toward the Allies, It is easier to get 
ashore than before but more difficult to win once 
ashore. / — v 



Figure 9. Meuse-Eptnal-Bellort Defense Line . . . note [he strong 
airborne screen in the Belfnrl-Fpinal sector. 

The Allies have several capabilities to assist 
them in breaking German defensive lines. One of 
these is carpet bombing. Unlike the old SAC 
attacks these air attacks do not attrition the 
German army directly. They allow the Allied player 
to roll twice for a given attack and choose the most 
advantageous result, thus increasing the chance of 
the Allies winning a critical I -I or 2- 1 attack. Chart 
2 shows the percentages involved in a 1-1 or 2-1 
carpet bombing attack versus a normal attack. 
Good Allied players will likely save their 4 carpet 
bombing attacks for crucial 1-l's and 2-1 "s against 
key German defensive positions. 

The Allies have 6 factors of TAC air per turn. 
Fortunately, only 1 factor may be added to a single 
battle. The Allied player will toss in the extra factor 
whenever it makes a difference. TAC air is often 
used in getting 1-2's against German 5 and 6 factor 
units. It is frequently used to improve low odds 
soakoff attacks. Unless the German player is 
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TOURNAMENT LEVEL 
WAR AT SEA 



WAR AT SEA as a Simulation 

bv Richard Bauer 




As new wargames issue forth from an increasing 
number of publishers at an ever quickening pace, 
one cannot help but be impressed by the over all 
similarities in all these titles. The overwhelming 
majority of these games are variations on the theme 
first introduced by Avalon Hill in TACTICS II. 
Thus, it is particularly noteworthy when a truly 
original game appears. WAR AT SEA is such a 
game. Yet the appeal of WAS derives not from its 
novelties, but from the beautiful simplicity of its 
design. This simplicity makes WAS an ideal 
introductory game for the novice. However, this 
same simplicity is the source of criticism from some 
of the more experienced gamers who complain that 
it is not a realistic simulation. The purpose of this 
article is to examine some of these criticisms and 
suggest a solution. 

Several aspects of WAS that cannot be fairly 
criticized are its movement and combat systems. 
They certainly fall within the normal limits of 
acceptability for wargames. Indeed, the movement 
system is more realistic than the usual standard 
where, within the bounds of the basic movement 
allowances, all maneuver is accomplished with 100 
per cent certainty. And combat resolution is more 
realistic than the common system in which massive 
battles routinely result in total annihilation of one 
force with the victor completely unscathed. 

One way to analyze the realism of a wargame is 
to compare its play with the historical record of the 
actual conflict. Now this is particularly difficult in 
the case of WAS since the game "recreates" a 
conflict which never really occurred. Still, certain 
valid analogies may be drawn. In game play the 
Italian Navy frequently dominates the Mediterrane- 
an Sea. In fact, many successful players believe that 
Allied victory requires a complete concession of the 
Mediterranean to the Axis. Such Axis domination 
however, would have represented a massive strate- 
gic victory. A reasonable simulation would require 
the Allies to at least contend for the Mediterranean 
and play balance would require that such a strategy 
be viable. Other aspects of the game that seem to run 
counter to the historical record are: (a) the rule that 
allows Axis surface vessels to move through the 
Straits of Gibralter, and (b) the rule that restricts the 
U.S. Navy to the North Atlantic. 



While the above remarks point out some of the 
ways in which WAS fails to reflect the strategic 
realities of World War II, the game can also be 
challenged on the tactical level. In the game system 
whenever opposing ships are present in the same sea 
area, at least one round of surface combat must be 
fought. In reality, it was very difficult to force 
surface combat with a reluctant opponent. Witness 
the cruise of the Bismarck. The game system also 
severely restricts air power. This is partially necessi- 
tated by play balance considerations. (After all the 
Allies have almost all of the aircraft carriers. 
Restricting air units to a single airstrike per turn 
lowers the relative value of air power as opposed to 
surface fleet power to an extremely unrealistic level. 
Another anomaly revolves around the rule on 
withdrawal. A heavily damaged ship cannot 
attempt to escape from combat unless its entire 
force elects to withdraw. This seems particularly 
unreasonable when it is realized that a single turn 
represents six months or more of real time. The 
WAS game system also throws all ships in a sea area 
into immediate combat as if all ships, friendly and 
enemy, are in immediate combat. It might be 
reasonable to assume that the numerically smaller 
Axis forces would not sortie except as a group to 
maintain mutual support. It is equally reasonable to 
argue that the Allied navies in World War II could 
not employ similar tactics. To maintain control of a 
sea area, the Allies had to disperse their forces to 
patrol the area against Axis intrusion. There is 
nothing in the game system that simulates the 
maneuver for rendezvous and interception that 
must precede any naval engagement. 

It should be repeated that WAR AT SEA is an 
excellent game. This brief analysis exposes some of 
the features that detract from WMSasa simulation. 
An attempt to correct these "imperfections" in WAS 
has already been printed in the GENERAL, Vol. 13, 
No. 3. in the form of a WAS variant by Richard 
Hamblen. This variant deals with a number of the 
strategic criticisms. With southern convoys added 
and an Italian passivity rule, the Mediterranean Sea 
becomes a major area of conflict. The variant goes 
beyond this by adding a French Navy, Italian 
Frogmen, and a withdrawal of some British ships 
for redeployment to the Pacific. The Hamblen 



variant is an excellent game and a superior 
simulation of the strategic realities present in the 
real war at sea. The variant does not attempt to deal 
with the tactical artificialities of WAS. What is 
needed is not another variant, but an advanced or 
tournament game system for War at Sea. Such a 
tournament game is proposed below. This tourna- 
ment game brazenly incorporates virtually all of 
Mr. Hamblen's ideas. Full credit belongs exclusive- 
ly to Mr. Hamblen. Patterned after the basic game, 
this tournament game includes an expanded 
sequence of play that allows for more tactical detail. 
By providing for more tactical maneuver within 
War at Sea's basic game system, the tournament 
game may hopefully provide a more challenging 
version of this fine game that will spread its appeal 
to a larger body of experienced wargamers. 

TOURNAMENT CAME 

The tournament game uses the basic game rules 
with the following amendments: 

1. OBJECT- 

The awarding of POC is changed as follows: 

A. The Axis earn THREE POC for each turn 
that they control the Mediterranean Sea. 

B. On the indicated turns double POC are 
awarded for the control of the specified sea areas. 

Turn I— BARENTS SEA 

Turn 2— NORTH SEA 

Turn 3— MEDITERRANEAN SEA 

Turn 5— MEDITERRANEAN SEA 

Turn 7— MEDITERRANEAN SEA 

C. The Axis receive TWO POC for each Allied 
Convoy sunk, 

D. The Axis receive ONE POC at the end of a 
turn for each sea area, except the Baltic Sea, in 
which there is an Axis U-Boat but no Allied ships. 



2. THE MABOARD- 

2.8 Add the Allied port of GIBRALTAR to the 
mapboard at the eastern end of the Mediterranean 
Sea. This port has one point of repair facilities. The 
Axis may not make airstrikes against Gibraltar. 
Gibraltar borders both the South Atlantic Ocean 
and the Mediterranean Sea. Disabled British ships 
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may return to Gibraltar from either of these sea 
areas. At the beginning of the game any British ships 
may be stationed at Gibraltar. 



3. THE PLAYING PIECES— 

3.3 Add counters for the following ships: 
U.S. Navy — Arkansas 3-4-3 

Nevada 4-4-3 

Massachusetts 5-6-5 

Quincy 1-1-7 

Ranger 0-1-6(4 airstrike factors) 

French Navy — Dunkerque 4-3-7 

Strasbourg 4-3-7 

Algerie 1-1-7 

Tourville 1-1-7 

Italian Navy — Frogmen 1-0-Med 

Allied Convoys — Tiger Convoy 1-3-3 

Torch Convoy 1-3-3 

3.4 Add a "Double Points" marker to be placed 
in a sea area during turns on which the POC for that 
area are doubled. 

3.5 Add withdrawing markers, the size of 
damage markers, to identify task forces attempting 
to withdraw from a sea area. 



4. PREPARE FOR PLAY- 

4.3 British ships may start the game at England, 
Malta, or Gibraltar, British reinforcements must 
start at England. 

4.7 French ships must start the game at 
Gibraltar. They are Allied ships on Turn 1. 

4.8 Other units added to the Tournament Game 
are placed on the turn chart at the turn they become 
available as follows: 

Turn 2 — Tiger Convoy 

Turn 4 — Frogmen and all US ships 

Turn 5 — Torch Convoy 

4.9 Before the start of Turn 4 the Allied player 
must remove from the game (for redeployment to 
the Pacific) the Prince of Wales (4-5-6) and the 
Repulse (3-3-6). If either or both of these ships have 
been lost by then, the Allied player may substitute 
any British battleship. 



S. SEQUENCE OF PLAY 

5.1 Movement Phase 

5.11 Turn Initiation Segment Place the turn 
indicator on the turn chart box for the current turn. 
Place the double point marker in the sea area, if any. 
whose POC are doubled on this turn. 

5.12 Reinforcement Segment Place all rein- 
forcements available this turn at the appropriate 
ports. Starting on Turn 4 the Allied player must roll 
to determine which US ships become available. 

5.13 Allied Deployment Segment Allied play- 
er moves his ships, as desired, from port to sea areas. 
Convoys at sea may be moved one sea area. After all 
Allied ships have been deployed the Allied player 
must make a speed roll for each ship that moved two 
sea areas to determine if those ships made their 
station. Ships that failed to make station must 
return to port. 

5.14 Axis Deployment Segment Axis player 
moves his ships and U-boats, as desired, to sea 
areas. After all units have been deployed the Axis 
player must make a speed roll for each ship that 
moved two sea areas to determine if those ships 
made station. Ships that failed to make station must 
be returned to port. 

5.15 Air Deployment Segment Players simul- 
taneously place their land based airstrike counters 
in any permissible sea area or port. 

5.16 Damage Repair Segment Players may 
repair damaged ships in port which did not attempt 
to move. 



5.17 Combat Ordering Segment Combat 
must be resolved in all sea areas in which both 
players have deployed units, one sea area at a time 
with the Allied player determining the order. 

5.2 Initial U-Boai and Air Phase 

5.21 A S W Segment Allied player conducts all 
ASW attacks. 

5.22 U-Boat Attack Segment Surviving Axis 
U-Boats attack. 

5.23 Airstrike Segment Players name the 
targets of ail their airstrikes then resolve air combat. 

5.3 Task Force Organization Phase 

5.31 Axis Grouping Segment Axis player 
organizes his ships into task forces. 

5.32 Allied Grouping Segment Allied player 
must specify how he wishes to attempt to organize 
his task forces. Speed rolls determine Allied success. 

5.4 Maneuver Phase 

5.41 Return to Port Segment Players may 
return any unengaged ships, except convoys, to an 
adjacent friendly port. If any ship in an unengaged 
task force has a withdrawing marker on it, all ships 
in that task force must be returned to port. 

5.42 Allied Interception Segment Each unen- 
gaged Allied task force that contains a battleship 
must attempt to intercept an Axis task force. Other 
unengaged Allied task forces may also attempt to 
intercept. A speed roll is used to determine if each 
attempt is successful. 

5.43 Axis Interception Segment Each unen- 
gaged Axis task force may attempt to intercept an 
Allied task force. A speed roll determines if each 
attempt is successful. 

5.5 Surface Combat Phase 

5.51 Allied Fire Segment Each ship in every 
engaged Allied task force may apply its attack 
factors against one engaged Axis ship. 

5.52 Axis Fire Segment Each ship in every 
engaged Axis task force may apply its attack factors 
against one engaged Allied ship, 

5.53 Fire Resolution Segment Results of 
surface combat applied. Sunk ships removed from 
play. Disabled ships returned to port. 

5.6 Task Force Reorganization Phase 

5.61 Task Force Breakdown Segment Players 
may divide any unengaged task force into two or 
more seperate task forces. 

5.62 Disengagement Segment Each player 
may attempt to disengage any or all of his engaged 
ships from combat. 

5.63 Pursuit Segment Each player may pur- 
sue any enemy ships attempting to disengage with 
ships from the task force that enemy had engaged. 
Screening may be done. 

5.64 Withdrawal Designation Segment Play- 
ers may place a withdrawing marker on any of their 
engaged ships, A withdrawing marker designates 
that that ship and its entire task force are attempting 
to return to port. 

5.65 Rendezvous Segment Each player, Al- 
lied first, may attempt to rendezvous any of his 
unengaged task forces into a consolidated task 
force. 

5.7 Intermittent Air and U-Boal Phase This 
phase is played only after every third combat round. 

5.71 Secondary Airstrike Segment Each play- 
er may make airstrikes against enemy units using 
their carrier and land based air units. Axis U-Boats 
may be targeted for airstrikes. Allied player may 
make three airstrikes for each convoy in the sea 
area. 

5.72 Secondary U- Boat Attack Segment Sur- 
viving Axis U-Boats may attack any Allied ships in 
the sea area. 

5.8 Play Continuation Phase 

5.81 If opposing ships remain in the sea area, 
play continues with phase 5.4 and the beginning of 
another combat round. 



5.82 If all of one player's ships have been 
removed from the sea area, play moves to another 
sea area with phase 5.2. 

5.83 If no combat situations remain in any sea 
area, play moves to phase 5.9. 

5.9 Game Turn End Phase 

5.91 Control Determination Segment Con- 
trol of each sea area is determined and the 
appropriate control flags placed. 

5.92 POC Adjustment Segment Each player 
computes his POC total for sea areas and convoys 
and the POC marker is adjusted. 

5.93 Final Return to Port Segment Each 
player returns all of his ships at sea, except convoys, 
to a friendly port. Note, on certain turns some Axis 
ships may be able to remain at sea by oilers. 



6. MOVEMENT- 

6.91 Axis ships may not move between the 
Mediterranean Sea and the South Atlantic Ocean. 

6.92 During a return to port segment any U- 
boat or ship, but convoys, in an unengaged task 
force may be returned to an adjacent port. It is not 
necessary to return all the ships in the task force. All 
ships in any unengaged task force which has a 
withdrawing marker on any of its ships must be 
returned to an adjacent friendly port. 



8. U-BOATS- 

8.2 U-boats in a sea area after all combat has 
been resolved prevent the Allied player from 
controlling that area and receiving its POC, 
regardless of the number of Allied ships in that area. 
U-boats alone cannot control a sea area and enable 
the Axis player to place a control flag there. The 
Axis player does receive ONE POC for each sea 
area, other than the Baltic Sea, in which only U- 
boats are present. 

8.6 After the initial U-boat attack segment there 
may be a secondary U-boat attack segment after 
every third round of surface combat in a single sea 
area. U-boat attacks during a secondary attack 
segment are resolved exactly as in the initial attack 
segment. 

8.7 The secondary U-boat attack segment is not 
preceded by an ASW segment but by a secondary 
airstrike segment. During this airstrike segment U- 
boats may be subjected to Allied airstrikes. 



10. AIRSTRIKES- 

10.4 After every third round of surface combat 
in a sea area there is a secondary airstrike segment 
during which both players may make and resolve 
airstrikes exactly as in the initial airstrike segment. 

10.5 Airstrikes may not be launched against U- 
boats during the initial airstrike segment. Airstrikes 
against U-boats are permitted during a secondary 
airstrike segment. During a secondary airstrike 
segment each convoy may make three airstrikes but 
these may only be targeted against U-boats. All 
airstrikes against U-boats are rolled together with 
all disabled and hit results applied to the entire U- 
boat fleet in that area. 

10.6 Multiple airstrikes may be made against 
certain targets during an airstrike segment. No 
player may make more airstrikes than his airstrike 
capability. 

10.61 Aircraft carriers may be subjected to 
more than one airstrike during an airstrike segment. 

10.62 The total number of airstrikes made 
against U-boats may exceed the number of U-boats 
in the sea area. 



12. DISENGAGING- 

12. 1 Ships in an engaged task force may attempt 
to disengage from the enemy during the disengage- 
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ment segment of the task force reorganization 
phase. Not every ship in an engaged task force need 
attempt to disengage. Ships that successfully 
disengage are not required to return to port. They 
may remain in the sea area and engage in combat 
again. 

12.2 At the beginning of the disengagement 
segment each player must designate which of his 
ships will attempt to disengage. Disengaging ships 
may then be freely grouped into one or more task 
forces. 

12.3 Ships from different task forces that 
attempt to disengage may not be grouped in the 
same task force. 

12.4 On the pursuit segment each player may 
PURSUE any of the enemy task forces that are 
attempting to disengage using only ships from the 
task force that had engaged those enemy ships. 

12.5 Ships that pursue a disengaging task force 
must have a speed at least equal to that of the 
disengaging task force. All ships that pursue the 
same disengaging task force themselves constitute a 
task force. The disengaging task force and the task 
force of pursuing ships are still engaged. 

12.6 Ships in an engaged task force that neither 
attempt to disengage nor pursue constitute the 
remaining task force. The two remaining task forces 
are still engaged. 

12.7 If the two remaining task forces are 
unequal, the player with the larger remaining task 
force may elect to SCREEN his disengaging task 
forces. He does this by demanding his opponent 
return to the remaining task force any number of 
ships up to the number that would equalize the 
remaining task force. The opponent must then 
return at least that number of ships but may return 
more. Ships returned must come from the pursuing 
ships. Returning these ships may result in some of 
the disengaging task forces becoming unengaged. 

12.8 During the withdrawal disengagement 
segment each player may place a withdrawing 
marker on any ship in an engaged task force. The 
withdrawing marker signifies that the entire task 
force is attempting to flee the sea area at top speed. 
It also provides some protection from interception 
by additional enemy task forces. 

12.81 At the moment a withdrawing marker is 
placed, all enemy ships in the engaged task force 
whose speed is less than that of the withdrawing task 
force must be separated into a separate unengaged 
task force. 

12.82 After all withdrawing markers are placed, 
each player may disengage any of his ships engaged 
with a withdrawing task force. All ships disengaging 
from the same task force form one task force 
together with the slower ships, if any, which were 
required to disengage. 

12.83 If a ship bearing a withdrawing marker is 
sunk or forced to return to port because disabled, 
the withdrawing marker must be placed on another 
ship in the same task force. 

12.84 If a withdrawing task force divides into 
separate task forces, a withdrawing marker must be 
placed on one of the ships in each of the separate 
task forces. 

12.85 A task force that attempts to intercept a 
withdrawing enemy task force is successful only if 
the speed roll is less than or equal to one plus the 
speed of the intercepting task force minus the speed 
of the withdrawing task force. Interception is 
impossible if this difference is zero or negative. 

12.86 On a return to port segment all ships in 
every unengaged withdrawing task force must be 
returned to port. 

12.87 Ships in a withdrawing task force may not 
pursue any engaged enemy ships that disengage. 

12.88 A task force containing a convoy may not 
attempt to withdraw. 



12.89 Withdrawing task forces cannot control 
any sea areas. They must all be returned to port on 
the control determination segment before any 
control flags are placed. 



14. CONVOYS— 

14,31 Convoys must be moved to sea on the 
turn they enter the game. Convoys must always 
move toward their destination without delay or 
detour. Disabled, but undamaged, convoys re- 
turned to port must move to sea on the next turn 
table. Convoys may be moved to a port only on the 
final return to port segment of the game turn end 
phase. Only a damaged convoy may enter a port 
other than its destination. Damaged convoys may 
remain in port for repair. 

14.61 The AXIS player receives TWO POC for 
each Allied convoy sunk. 

14.9 The Tiger and Torch convoys are "south- 
ern convoys." The Allied player receives THREE 
POC for each of these when they arrive at Malta, 

14.91 The Tiger convoy starts on Turn 2 at 
England. If disabled, it returns to Gibraltar. 

14.92 The Torch convoy starts on Turn 5 at the 
U.S.A. If disabled, it returns to England. 



15. MINOR NAVIES— 

15.3 Starting with Turn 4 and on each turn after 
that, the Allied player must roll one die for each US 
ship. The die rolls are made during the reinforce- 
ment turn. Each US ship enters the game at the 
U.S.A. only if its die roll activates it. The numbers 
needed to activate a US ship. vary with the turn as 
follows: 

Turn 4 — 6 

Turn 5 — 5 or 6 

Turn 6 — 4, 5, or 6 

Turn 7 — 3, 4, 5, or 6 

Turn 8—2, 3, 4, 5, or 6 

Once a US ship is activated it remains available 
for the remainder of the game and no additional die 
rolls are needed to move it on following turns. 

15.4 US ships may move out of the North 
Atlantic Ocean subject to the regular movement 
rules. Unless disabled in the South Atlantic Ocean, 
however, all US ships must return to the U.S.A. on 
each turn. 

15.5 At the beginning of the Axis deployment 
segment of each turn the Axis player must roll a die 
for each Italian ship in Italy. The Axis player may 
then move only those Italian ships for which he has 
rolled a "5" or "6." 

15.6 The Italian frogmen unit is available in 
Italy on Turn 4. It operates as a U-boat except that 
on the first turn it is used, the attack by the frogmen 
unit is resolved before the Allied ASW segment. 
Thereafter it functions as a U-boat. The frogmen 
unit may not move out of the Mediterranean Sea 
and cannot be replaced once destroyed. 

15.7 Before the start of Turn 8 the Italian Navy 
is subject to defection. A die is rolled for each Italian 
ship with the following result: 

1,2, 3, or 4— Defects 

5 or 6 — Axis Control 
Italian ships that defect are removed from the game. 
Remaining Italian ships are Axis for Turn 8. 

15.9 All French ships begin the game at 
Gibraltar and are Allied ships on Turn I. At the end 
of Turn 1 all French ships in the Mediterranean Sea 
must be returned to Italy. All other French ships 
must be returned to France. 

15.91 Before the start of Turn 2 the Axis player 
must roll a die for each French ship, determining its 
fate as follows: 



I, 2, or 3 Scuttled 
4 or 5 Axis Control, if Mediterranean is 
Axis controlled. Scuttled, if Medi- 
terranean is not Axis controlled 
6 Axis Control 
Scuttled French ships are removed from the game. 
Remaining French ships are Axis for the remainder 
of the game. 



18. TASK FORCES- 

18.1 A task force is a collection of ships joined 
to share maneuver and mission activities. Ships in a 
single task force should be grouped together on the 
mapboard. The speed of a task force is the speed of 
the slowest ship in the task force. 

18.2 During the task force organization phase 
the players organize their ships in the sea area into 
task forces. 

18.21 During the Axis grouping segment the 
Axis player may freely organize his ships into one or 
more task forces. 

18.22 During the Allied grouping segment the 
Allied player may attempt to organize his ships into 
task forces as he desires. He does this by naming one 
or more of his ships in the sea area as flagships. For 
every other Allied ship in the sea area the Allied 
player must name a flagship with which that ship 
will attempt to rendezvous. A speed roll is then 
made for each ship attempting to rendezvous. If the 
die roll is less than the speed of the ship attempting 
rendezvous, then the rendezvous is successful and 
the ship joins a task force with that flagship. Each 
ship that fails to rendezvous becomes a one ship task 
force. 

18.3 Before surface combat can occur opposing 
task forces in the same sea area must engage. This 
happens when one task force succeeds in intercept- 
ing an enemy task force during the maneuver phase. 

18.31 On the Allied interception segment each 
unengaged Allied task force that contains at least 
one battleship (any ship with an attack factor of 
three or more) must attempt to intercept an Axis 
task force. Other unengaged Allied task forces may 
also attempt to intercept an Axis task force. If there 
is more than one Axis task force in the sea area, the 
Allied player must designate which Axis group each 
of his task forces is attempting to intercept. 

18.32 The Allied player must make a speed roll 
for each Allied task force attempting an intercep- 
tion. If the die roll is less than the speed of the Allied 
task force, then the interception is made and the two 
task forces are engaged. A task force that fails to 
intercept remains unengaged. 

18.33 Engaged task forces may not attempt to 
intercept. 

18.34 On the Axis interception segment each 
unengaged Axis task force may, at the Axis player's 
discretion, attempt to intercept any Allied task force 
in the same sea area. The Axis player must designate 
which Allied task forces are to be intercepted. 

18.35 The Axis player must make a speed roll 
for each Axis task force attempting an interception. 
If the die roll is less than the speed of the Axis task 
force, t hen the interception is made and the two task 
forces are engaged. A task force that fails to 
intercept remains unengaged. 

18.36 Whenever two or more friendly task 
forces engage the same enemy task force, the 
friendly task forces are merged into one. 

18.4 During the combat phase surface combat 
can occur only between ships in engaged task forces. 

18.5 During the breakdown segment of the task 
force reorganization phase unengaged task forces 
may be freely divided into separate task forces. 



Continued on Pg. 31. Column 1 
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STARSHIP TROOPERS EXPANSION 



By Bill MacLaren 



SCENARIO EIGHT: SEARCH & DESTROY 



The Terrans are at war with the Arachnids. This 
is the obvious idea behind Avalon Hill's great Spif 
wargame STARSHIP TROOPERS (based on the 
book by the illustrious Robert Heinlein). The 
'skinnies' were knocked out of commission early in 
the war, before they dropped their Buggy allies and 
joined the Terrans. So, the war is mainly between 
the Terrans and the Bugs. 

The Terrans have finally gained the initiative in 
the war and are taking the fight to the Bugs. The 



only problem is, where are the bugs located? Sure, 
Space Navy could destroy every planet they weren't 
sure of. but, why waste a perfectly good planet for 
no reason? 

Enter the Mobile Infantry. Their job, drop on a 
strange planet. Find out the location of bug tunnel 
complexes on said planet (if any), and with the aide 
of Combat Engineers create as much havoc as 
possible before retrieval. 



The mobile infantry is going to have a slight 
problem in this scenario. They won't be sure where 
the tunnel complexes will be located to begin with, 
but, they also won't know how many tunnel 
complexes there are on the planet . . . Most 
scenarios use one or two complexes with an equal 
number of units in each. But were all Arachnid 
Complexes set up in such a form? As usual, it's up to 
the MI to find out . . . 
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ropnate special rules 



SET UP 

Arachnid: Construct one or two tunnel com- 
plexes on alien control pad prior to play. Move 
second. See special rules no. 1 & 3. 

Terran: Force "A" enter via initial drop 
procedure, Units must be positioned West of hex 
row 'V prior to drop. Move first. Force "B" enter 
via initial drop procedure, on turn one, East of hex 
row *V before drop. Move first. Force "Center via 
Soft Landing procedure any time after turn one. 
Move first. (*Note: Force "A" enter on turn 1.) 

GAME LENGTH: 20 turns. 

SPECIAL RULES 

1. Arachnid Tunnel Complexes: The Arachnid 
player has a unique choice to make in this scenario. 
He has the option of building one or two tunnel 
complexes. He does NOT have to inform the Terran 
player how many complexes he has built until after 
the game. No matter if the Arachnid player decides 
to build one or two tunnel complexes, he still 
receives THE SAME AMOUNT OF UNITS. If he 
decides to build two sets of tunnels each brain would 
control the normal number of units. But if he 
decides to build only one complex, then each brain 
would control DOUBLE the normal number of 
units. (Ten warriors, ten workers, and two heavy 
weapons). Note that each brain would still have only 
ONE engineer no matter how many other units are 
in that complex, and the number of demo points 
available for use remains the same for both variables 
(one or two complexes). 

2. Retrieval Boats: There are three retrieval 
boats used in this scenario. The first boat is used to 
soft-land force "C". It may then be used to retrieve 
casualties. The second retrieval boat must be used 
before turn 1 2 and the last retrieval boat may not be 
used until after turn seventeen. Basic retrieval boat 
rules are used with the first two retrieval boats (each, 
of course, with its own homing beacon). But rules 
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change slightly for the third boat. It lands on the 
homing beacon for one of the first two boats and 
may remain grounded for one OR TWO turns, at 
the Terran players option, before lifting off. 

3. Reaction Time: The bugs had no way of 
knowing that a Terran attack was about to be made. 
This sometimes slowed their reactions to the Terran 
drop. To check if Terran reaction time is slowed, roll 
one die. 

1-4 Arachnid reaction time delay 

5-6 reaction time normal 

If the Arachnids reaction time is slowed, they may 

not move on turn one. If it remains normal they 

move normally on turn one. 

4, Effects of Master and Queen cells: In the 

game the Master and Queen brain cells were given 
no definite purpose except that they were worth 
victory points if captured or killed. But the Master 
and Queen cells actually do hold a position of 
significance. The Queen would be in control of all 
units and all other brain cells. The Master brain 
would coordinate the combat cells in their attack 
and defense. The Queen cell affects the complex in a 
powerful way. If a combat brain cell is destroyed, 
instead of all of that combat cell's units being 
destroyed, one half of the units would be controlled 
by the Queen and only half the units would be 
destroyed. Ex.: Combat brain 'A' is destroyed. It has 
three workers, six warriors, and one heavy weapon 
left. The Queen would take over one worker, three 
warriors, and the heavy weapon. The other units 
would be destroyed. If there is only one of a unit 
type it is kept, otherwise odd units (three, five, etc.) 
are destroyed. If the Queen cell is destroyed, the 
combat factors (attack factor and defensive factor) 
of all Arachnid units are reduced by two. Worker 
units would be eliminated and would count for 
victory point purposes. The Master brain cell 
operates in the same manner as the Queen except in 



a reduced way. It can only control three units from 
anyone Combat cell and only one of these may be a 
heavy weapon. If it is destroyed the Attack factor 
ONLY of all units in that complex is reduced by 
two. 

5. Treat all hexes on mapboard as savanna 
hexes. 

6. Use Combat Engineer Breaching and MI 
Multiple Damage optional rules along with regular 
rules. 

VICTORY CONDITIONS 

Terran: Accumulate more victory points than 
the Arachnid player at the end of the game. 

Arachnid: Accumulate more victory points than 
the Terran player at the end of the game. 

Draw: It is a draw if both sides have an equal 
amount of victory points. Arachnid player receives 
two victory points for every Brain Cell, no matter 
what type, surviving at the end of the game. 
Additionally the Arachnid player receives points for 
the damage/ destruction of Terran units as follows: 



HVY DAMAGE WIA/KIA 



Scout 

Commander 
Marauder 
Combat Engineer 
Special Talent 



1 point 
3 points 
2 points 



2 points 
7 points 
5 points 
2 points 
4 points 



Terran player receives ten points for every Queen 
and Master brain cell destroyed and five points for 
every Combat Brain Cell destroyed. Terran receives 
one point for every tunnel hex destroyed. Addition- 
ally, the Terran player receives points for the 
elimination of Arachnid units as follows: 

For each Warrior unit eliminated: 2 Points 

For Each Worker unit eliminated: 1 Point 

For each Heavy Weapon unit eliminated: 5 Points 
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TRUE LINE OF SIGHT 



By Robert Corbett 



One of the few unrealistic things in the SQL' A I) 
LEA DER game system is its simplified LOS rules. 
More realistic alternatives such as those proposed 
here by CROSS OF IRON playtester Robert 
Corbett tend to slow down play too much to merit 
inclusion in the game system. Died-in-the-wooi 
realism ad\ ocates will nonetheless appreciate the far 
greater detail his system allows. 

Multi-level Buildings 

One of the least realistic aspects of the Squad 
Leader system is the Line of Sight system. This is not 
in itself a bad thing, since any realistic LOS system 
will have to be more complex than the current one. 
However, an attempt to create multi-level buildings 
highlights some of the problems that were glossed 
over in the original system. For example, the simple 
notion of a building creating a "blind zone" behind 
it (7.4. 43.62) now becomes useless. For this reason. 
I believe that new LOS rules should be presented 
along with any attempt to distinguish between 
multi-level buildings. The rules that follow describe 
such a system. I have been using versions of this 
system for a few weeks now. and have found that it 
does not often slow the pace of play, as it is usually 
possible to determine whether or not an LOS is 
blocked without referring to the charts. 



MULTI-STORY BUILDINGS AND TRUE LINE 
OF SIGHT (TLOS) 

This rules section introduces the concept of 
buildings that are more than two stories high. 
Included is a new LOS system that is more realistic 
but also more complex. 

The height of a building is determined by the 
number of stories contained within it. Normally, the 
number of stories within a building is determined by 
its type and the number of hexes it occupies. The 
number of stories contained within a stone building 
is equal to the number of hexes it occupies. Players 
are recommended to set maximum heights for such 
buildings; even in big cities structures were seldom 
higher than five stories. A wooden building is one 
story high if it occupies one or two hexes, and two 
stories high if it occupies three or more hexes. 

Each story of a multi-story building hex is 
considered a separate "hex" for slacking and 
movement purposes (57. 1). Units in a multi-story 
building hex are considered to be on the third floor 
if they are placed atop two 2nd level counters, on the 
4th floor if placed atop three 2nd level counters, etc. 

The cost of moving up or down a staircase hex is 
two MF per floor. A unit may move up or down a 
staircase hex only one floor per Advance Phase. 

A unit on the ground floor of a building hex is 
considered adjacent to any enemy unit on the 
ground level of any adjacent hex or on the second 
floor of the same hex if there is a staircase in the hex. 
A unit in an upperfloorofa multi-level building hex 
is considered adjacent to any enemy unit on the 
same floor of an adjacent building hex or in the 
same hex on an adjacent floor if there is a staircase 
in the hex. Units in the upper floors of a buildingdo 
not lose their hidden or concealed status when an 
enemy unit moves adjacent to them unless that unit 
is in the same building. 

Attacks against multi-story building hexes must 
now specify the exact floor being attacked. 

Demolition and Flamethrower attacks which do 
not result in rubble (58.1) or fire (59. 1) affect only 
the target floor. Flamethrower attacks cannot be 
made against targets more than 6 meters above the 
FT unit. Demolition Charges must be placed in a 
hex adjacent to the emplacing unit. 



Artillery FFE and Indirect Fire affect only the 
top floor of a building hex. 

Movement between floor levels without the use 
of a staircase is prohibited above the second floor. 

All other rules pertaining to Upper Building 
Levels (57), Rubble (58). and Fire (59) of the Basic 
game apply. 

DETERMINING HEIGHT: 

In order to decide if a TLOS is blocked, it is 
necessary to know the height of the sighting unit, the 
target unit, and any obstructions between them. 

The height of any unit is the cumulative total of 
the height of the terrain the unit occupies and the 
unit's own height as indicated on the Height Table. 
For example, an infantry squad on the third floor of 
a five story building on a level one hill would have a 
height of 25 M HI. {154 + 9+ 15). 

The height of an obstructing hex is the total 
height of the terrain in the hex or hexside- For 
example, the height of a forest-gully hex would be 
12m. < 1 5-3). 

THE HEIGHT TABLE 



Infantry unit 




l^m. 


AFV (no size modifier) 


I'/im. 


Bulky AFV 




3m. 


Unit in upper level of 
building 


4'/;.; 2nd 
level ctr. 


Forest 




12m. 


Level one hill 




15m. 


Level two hill 




30m. 


Level three hil 




45m. 


Gully 




-3m. 


Wall or hedge 




I'/im. 


Building 




3m./ story 


Entrenchment. 


shellhole 


-I'/jm. 



DETERMINING LINE OF SIGHT: 

The following procedure is used to decide if a 
TLOS is blocked. 

1. Locale the height of the sighting unit on the 
range "0" line of the TLOS chart. 

2. Locate the height of the target unit on the range 
line corresponding to the distance from the sighting 
unit to the target unit. 



3. Place a straight edge between the two points on 
the TLOS chart. 

4. Determine if the line from the center of the 
sighting unit's hex to the center of the target unit's 
hex crosses any obstructions. If it crosses an 
obstruction within a hex, determine the height of the 
obstruction, and its distance from the sighting unit. 
If any part of the column of the TLOS chart that 
corresponds to that distance is above the line 
determined in step 3 above, the TLOS is blocked, [f 
it crosses an obstruction on a hexside, determine the 
distances from the sighting unit to the hexes 
adjacent to the obstruction. If the distances are 
equal, and the height of the obstruction on the range 
line for that distance is above the line determined in 
step 3 above, the TLOS is blocked. If the distances 
are not equal, the height of the obstruction on the 
line between the columns for the two distances is 
checked. 

5. If no obstruction blocks the TLOS, it is clear. 
EXAMPLE: The T-34 on the Level 2 hill at AA6 
wishes to fire on the German HMG squad in the 
one-story building on M9. The LOS is blocked by 
the Level 2 crest line of Z6, but ignoring that for 
purposes of our example, we see that under the 
game's normal LOS rules the LOS is clear. Possible 
obstructions formed by the woods at X9 and V10 
are dismissed by the simplicity of the one "blind 
hex" provision of the Basic Game. 

When using True Line of Sight, however, things 
are much different. The height of the sighting unit is 
31 ! /5 meters. The HMG is at ground level {Wr 
meters) nine hexes away. The woods at X8 and X9 
four and five hexes away do not obstruct the LOS, 
but the woods seven hexes away at LIO/VIO do. 

Note another advantage of True LOS is its 
adaptability to different terrain situations. If the 
area depicted by the scenario is set in especially 
thick woods. Forest height equivalents could be 
increased to 1 5 meters, or decreased to 9 for shrub or 
blighted areas. Terrain could even differ within the 
same scenario; any forest not encompassing a center 
dot (Example: I H2) could be considered 9 meters 
high, any forest not containing the hex grid 
coordinate (T9) could be especially tall grown and 
considered 1 5 meters high; all others 12 meters high 
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NEW KINGMAKER 
EVENT CARDS 

Are your KINGMAKER games getting a bit 
dull? You can spice them up with the new Event 
Cards described in Vol. 14. No. 3. Avalon Hill 
is making available in a special expansion kit a new 
deck of 48 Events cards including 25 printed 
Treachery, Gales At Sea, Refuge, Vacillating 
Allegiance, Catastrophe, and Royal Death cards as 

well as 23 blanks for use in your own variants. The 
entire deck is backed by the same rich 
KING MA KER design which makes the game such 
a joy to play and cards from the two decks will be 
indistinguishable from the rear. This special card 
deck is available for S2.00 plus postage. Maryland 
residents please add5%sales tax. 
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late to get the last issue of THE GENERA U Why 
take a chance — subscribe now and have each issue 
mailed directly to your home— and at a consider- 
able savings over the newstand price. By opting for 
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FORTS IN ALESIA 



bv Tom Hazlett 



The key to Roman defense in CAESAR 
ALESIA is the use of forts. A Roman player can not 
win the game solely by good initial placement, but 
bad placement can lose it. A fort has several 
functions, and while the following list may not be all 
inclusive, it should be kept in mind when placing 
them. 

1. To increase mobility; primarily by bridging 
streams but also by connecting ramparts where 
possible. One major advantage the Romans have is 
their ability to shift troops rapidly from one area to 
another. Failure to bridge certain streams can cause 
fatal delays Other forts, connecting unconnected 
ramparts, can save a movement factor, which, while 
not a crucial element, should certainly be considered 
during initial placement. 

2. To strengthen a weak spot in the line. Certain 
areas because of terrain and rampart configurations 
are naturally more inviting routes for a Gallic 
assault. The doubled position and defensive fire 
provided by a fort can add the needed strength to a 
position. 

i. To provide a rallying point for a defensive line- 
Once the Gauls have occupied the outer ramparts 
there is often no defensive terrain to fall back on. A 
strategically placed fort two or three hexes from the 
front can provide an anchor for the new defensive 
line. 

4. To prevent a rampart defense from being "rolled 
up" from attacks down the wall. Once the Gauls 
occupy a rampart hex they can use it to eliminate the 
defensive bonus of the adjacent hex and walk right 
down the wall. This use of forts is most important on 
the connecting walls in zone V although it has some 
importance elsewhere. 

5. To provide defensive fire. Of course all forts 
should fire whenever possible. In order to maximize 
the effectiveness of their fires, forts should be placed 
a square or two behind the ramparts. This 
placement ensures they will not be overrun early and 
will be able to continue firing even after the Gauls 
have cleared the ramparts. 

6. To provide a "circle of fire". Vercingetorix cannot 
enter artillery range. The presence of this field of fire 
may prevent an escape even when there is a hole 
otherwise. This is another reason to place forts 
behind the front, thus limiting Gallic opportunities 
to destroy them. Three cohorts ( 15 factors) in a fort 
are very difficult to get a 3-1 against. Even that only 
gives a 50% chance of capture. The more probable 2- 
I has only a 1 /6 chance. A delay of a turn or two 
while the Gauls capture a fort could prove fatal to 
their cause. 

Obviously not all forts can fill all functions and 
the distinction between functions may be slight. 
Nevertheless 1 feel they should be considered, and 1 
shall attempt to illustrate what is meant by giving 
specific examples of placement, area by area. I do 
not pretend to be the ultimate authority on this 
matter. No doubt many of you have your own ideas 
and I hope you will submit them to the GENERAL. 
1 offer the following as a basis for discussion, 
fort # 1 — K.I5 9 TT40 17— LL62 

2— PI5 10 - UU46 18— HH61 

3— PIS II-MM45 19— CC58 

4 W17 12— UU52 20 — X52 

5 - BB18 13 -TT57 21 — U47 
6-GG22 14 TT62 22 — Q4I 
7— MM29 15 — OO60 23 - M35 
8-QQ36 16— RR63 

The Mt. Rea area may be the most indefensible 
part of the Roman line as the ramparts and outer 
works do not extend all the way around the 
perimeter. The hilltops are somewhat defensible but 



there is a gap at DIG. The line is within reach of the 
board edge enabling a devastating surprise attack 
that is especially appealing to the Gauls because 
they don't have to worry about the outer works. The 
hill covers too much territory to be defended in 
strength, so the Gauls will likely drive the Romans 
out of their initial position quickly, Thus the 
Romans will need a strong position on which to fall 
back. Retreating to row 18 and the creek gives up 
too much territory and jeopardizes the bridge at 
P18. Placing fort #1 at KI5providesananchorfora 
new line along the ramparts at row 15. Care should 
be taken so that the Gauls don't take advantage of 
its lack of zone of control and slip past it along row 
16. 

Forts 2 and 3 provide necessary bridges. Fort 2 
connects the main rampart system, while #3 makes 
reinforcement of Mt. Rea much easier. Both forts 
provide much needed firepower as thisarea is highly 
vulnerable because of the lack of sufficient space for 
a defense in depth. This lack of depth is even more 
apparent in zone //. The outer camp should be 
garrisoned: no ground should ever be given away, 
but the main wall should be defended strongly, as a 
penetration of even a few hexes can cause havoc. 
Forts 4 & 5 are placed in this area to provide 
defensive firepower and limit the extent of any 
initial breakthrough, allowing time for a vigorous 
counterattack. 

Fort #6 performs a similar function, also 
preventing a roll-up from the camp rampart and 
extending the circle of fire. 

Zone I is slightly less dangerous than II and 111. 
While there is not a whole lot more room within the 
Roman lines, the Roman player can see any attack 
coming at least one turn in advance. The Romans 
may want to put at least a token defense behind the 
Brenne to make the Gauls fight for it The same 
holds true for the camp, although its configuration 
prevents an efficient defense. Fort #7 provides 
firepower at this potential weakpoint, although it 
also has an important function in extending the 
circle of fire. 

Zones IX and X are often the scene of a massive 
Gallic assault. The defensive lines here are generally 
good. The main danger is being overwhelmed by 
numbers. Forts 9, 13. and 14 are stationed behind 
gaps in the ramparts; 9 and 14 also provide a minor 
benefit in connecting ramparts. Fort 10 occupies a 
key rampart junction, and 12 makes possible the use 
of part of the camp as a doubled position. All four 
forts extend the circle of fire and are strategically 
located to provide defensive support. 

As KK40-46 is the only Roman line the Alesia 
force can reach in one turn, this portion of the line 
should always have a garrison. In addition fort # 1 1 
is very valuable in repelling an attack in this area. 
This is the only fort 1 place specifically to stop the 
Alesia force and it has served me well many limes. 

Forts 15 and 16 provide bridges, and some 
players may question the need for both of them. It 
has been my experience that both of them are 
necessary to quick communication, both lateral and 
interior/exterior. The inside and outside ramparts 
are sufficiently far apart that one bridge cannot 
serve them both without costing several movement 
factors in a detour. The firepower of both these forts 
will not be wasted, as the area around this creek is 
often the scene of fierce fighting. Fort 15 is located 
to give an extra hex of depth to the defense and also 
to enable the Roman cavalry to dash out and harass 
the Gauls. 

The area between the two creeks (lying in zones 
VII & VIII) is one of the most favored routes of 
Gallic attack because there is no creek to hinder the 



movement of the Alesia force. The defensive walls in 
this area are strong, but they are not far apart. The 
Romans have trouble establishing a second line and 
stopping a link-up of Gauls once the front lines have 
been breached. Forts 17 and 1 8 are invaluable to the 
Roman defense if an attack comes in this area. They 
provide much needed defensive support and are an 
anchor for a second defensive line. The presence of 
these forts has saved me on more than one occasion. 

Fort 19 also contributes to the defense in this 
vital area, but, more importantly, connects three 
ramparts and provides a bridge. This is an extremely 
important bridge and is more vulnerable than most, 
as it is closer to the front line. It should always be 
strongly defended as the loss of mobility caused by 
its removal will likely be fatal to the Roman 
defensive effort. 

Fort 20 is located near one of the spots where the 
creek is adjacent to the interior ramparts, enabling 
the Alesia force to more easily threaten the Roman 
line. Its main purpose, however, is to extend the 
circle of fire. 

Fort 21 provides a back-up to the easily cut 
rampart bridge, and, along with fort 22 extends the 
circle of fire. 

All three forts also provide defensive support 
against an assault in this section of the board. I 
admit to never having seen a concentrated attack in 
this area, but I feel that these forts would be 
extremely important in defending against such an 
assault, as there is a lack of suitable secondary- 
defensive terrain. Nevertheless, these forts are 
probably the least important of the 23 mentioned 
here, and 20 and 22 in particular should be the first 
candidates for any contemplated relocation. 

Zones IV and V are generally easily defended, 
with four separate defensive lines — three ramparts 
and one creek. The Gauls do have one tempting 
attack route, avoiding the outer works by overrun- 
ing the camp in zone V and attacking down the 
connecting ramparts. Fort 23 is designed to stop 
such an attack, occupying a rampart intersection. It 
is also the last point in the circle of fire. 

Having given the location of each fort, a few 
words of general explanation may be in order. The 
consideration of keeping an unbroken circle of fire 
has been mentioned often, but I do not feel it is 
overemphasized. 1 have mentioned earlier how 
difficult it can be to capture a fort with a 15 factor 
garrison. Of course every fort cannot be garrisoned 
so strongly, but every fort will not be near the focal 
point of the attack. 

The Gauls, as mentioned in another article, are 
under severe time pressure, and if taking a fort costs 
them even one turn, it could be the difference 
between winningand losing. This placement ensures 
that the Gauls will have to take at least one fort if 
Vercingetorix is to try to escape anywhere but 
through easily defended zones IV and V. 

I have not concentrated forts in the southwest 
half of the board to more easily repel a first day 
assault. Such a placement would only discourage 
such an assault, which I believe the Romans should 
encourage as it makes an attack in the northeast 
corner unlikely, thus easing the task of overall 
defense. 

The above placement assumes that the Romans 
will conduct an aggressive, counterattacking 
defense, and with some modifications, usually based 
on the known tendencies of the opposition, has 
proved successful. It is not, however, the only good 
placement; each player must experiment to develop 
the placement that works best for him. 
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FEUDAL: A NEW APPROACH 



Both rival kings have secretly deployed their 
forces. King Ethelred the Great's army iscommitted 
to the attack — the siege of the enemy's castle and the 
slaying of his royalty. Victory must be complete or 
nothing will have been gained. Seemingly endless 
ranks of footsoldiers aligned in battle array await 
the King's signal to advance, while the Crown 
Prince prepares to lead the charge of hisarmor-clad. 
mounted knights. The opposing army has pledged 
to defend its King, Aelfric the Barbaric, to the last 
man as it lies in wait on its home soil to thwart the 
enemy's plans for conquest. Both armies are evenly 
matched and only the cunning and skill with which 
the two kings execute their strategies will determine 
the outcome of the battle. 

It is with regard to this last point that FEUDAL 
is somewhat disappointing for the true wargamer. 
Despite several strong points — I) secret, 
simultaneous deployment. 2) high payability, and 
3)a high play balance — FEUDAL's overall value as 
a conventional wargame suffers from its lack of 
adequate combat resolution and movement 
systems. 

The game's present combat resolution and 
movement rules are similar to those of chess. An 
attacking piece automatically eliminates a defender 
by simply moving into the same space, thus, 
equalizing the combat value of all the playing pieces. 
The movement capabilities allotted to the playing 
pieces are, for the most part, very large. For 
example, a mounted knight, who moves similar to a 
queen in chess, could conceivably travel the entire 
length of the board (24 spaces) and eliminate the 
defender whose space he landed on. However, 
unlike chess, you are allowed to move all your men 
which results in large changes in positioning without 
the slightest opportunity for your opponent to react. 
These large movement capabilities also eliminate 
any surprise which the attacker might have attained 
in the original secret deployment of forces. The 
defender can easily compensate for any numerical 
superiority the attacker may have achieved in one 
area. The result is that the combat resolution and 
movement systems tend to make FEUDALmorea 
game of attrition rather than a test of strategic skill 
like chess. 

Yet, FEUDAL could be made a more skill- 
oriented and. thus, a more exciting, game if 
redesigned along the lines of other traditional 
wargames. With this in mind, 1 have devised a new 
set of rules dealing with combat resolution and 
movement which still preserve the game's existing 
strongpoints. Basically, the new movement rules 
reduce the large movement capabilities of the 
playing pieces and eliminate the similarities to 
movement in chess. The combat rules introduce 
varying combat factors for the different pieces along 
with a Combat Results Table based on odds and the 
uncertainty of a die roll. 

Note: The following rules deal only with changes 
in the original rules. Unless otherwise noted, assume 
that all original rules are still in effect. 

SETUP 

For two players: 

1 ) The player with the highest die roll has choice 
of being either the attacker or the defender. 
Attacker still moves first and defender still positions 
the board. 

2) The defender cannot place any of his playing 
pieces (hereafter referred to as "men") adjacent to 
the divider screen. 



By Mike Chiappinelli 



For four players: 

1) The board is first divided into four kingdoms 

2) The player with the highest die roll has first 
choice of one of the kingdoms, followed by the 
player with the second highest die roll choosing 
next, etc., until each of the four players has a 
kingdom. 

3) The die is rolled again. The player with the 
highest die roll moves first with play rotating 
clockwise. 

4) No player may place any men adjacent to the 
divider screens bordering his kingdom. 

5) An opponent is defeated when all his royalty 
has been slain or his castle has been captured. If his 
castle is captured, then remove all remaining royalty 
from the board. 

6) The capture of an opponent's castle does not 
remove it from the board. The capturing player still 
receives command of any survivors of his defeated 
opponent's army on his next turn for the remainder 
of the game, regardless of whether the castle is 
captured again by another player. 

MOVEMENT 

1 ) All men may be positioned in, and enter, both 
the castle (walled) and the castle green (unwailed). 

2) Any man moving onto the castle green during 
his turn must stop and wait until his next turn before 
leaving. Note: The castle may only be entered or left 
from the castle green. 

3) During his turn, a player may move any, all. 
or none of his men. 

4) No movement is allowed through friendly 
units. Also, no man may begin and end his turn in 
the same space if he has moved in that turn. 

5) All mounted men may move up to four 
spaces/ turn in any combination of directions. Note: 
Mounted men are not allowed in mountains or 
rough terrain as stated in the original rules. 

6) All footmen may move up to two spaces in 
any combination of directions. There is no penalty 
for movement in rough terrain. Note: Footmen are 
not allowed in mountains. 




7) Aman must stop moving when he enters an 
enemy zone of control, 

ZONE OF CONTROL (ZOC) 

The ZOC of a man is defined as the 8 adjacent 
spaces surrounding that man. Exception: The ZOC 
of the castle is only the castle green space, allowing 
men to move freely in all other adjacent spaces to the 
castle. However, the ZOC of the castle green still 
consists of all 8 spaces surrounding it, including the 
castle space. 

COMBAT 

The following combat factors are assigned to 
each man: 

King 4 

Prince, Duke 5 

Knights 4 

Sergeants 3 

Pikemen 2 

Archers 4 

Squires I 

Each playing piece has now been abstracted 
from representing only one man to representing an 
entire unit of soldiers. For example, the combat 
factor of the King is a measure of the combat 
effectiveness of the King and his personal 
bodyguard. Similarly, the Archer now represents a 
unit of footmen supported by archers. 

1) Combat occurs when a man enters an enemy 
ZOC. 

2) All combat is predesignated and resolved 
after all movement has taken place. Thus, a 
defending man could only be attacked once turn. 



COMBAT RESULTS TABLE (CRT) 



ODDS 

Die 
Roll 

■■IB 

2 
3 
4 

5 
6 

7 



1-6 1-5 1-4 1-3 1-2 1-J 

AB2 AB2 AB1 AB1 DB1 DX 

AX 

AX 



2-1 3-1 

DX DX 

AB2 AB2 AB2 EX EX EX DX 

AX AB2 AB2 ABI DBI DB2 EX 



AX 
AX 
AX 

AX 



AX 
AX 
AX 

AX 



AX 
AX 
AX 
AX 



4-1 5-1 6-1 

DX DX DX 

DX DX DX 

DX DX DX 

AB2 AB2 ABI DBI DB2 EX DX DX 

AX AB2 AX ABI DB2 DB2 DB2 DX 

AX AX AX DBI DBI DB2 DB2 

AX AX — — — — DBI DB2 



Die 
Roll 

I 

2 
3 
4 
5 
6 
7 



EXPLANATION OF CRT 



1) — - No Effect. 

2) DX = Defender Eliminated. Remove defender 
from board. Attacker may advance into defender's 
space. 

3) AX - Attacker Eliminated. Remove attacker 
from board. 

4) EX = Exchange. Remove from the board the 
weaker of the two forces in battle and units at least 
equal in strength from the greater force. Note: The 
relative strengths of units are determined from their 
combat factors. 

5) DBI, DB2 = Defender must retreat the indicated 



number of spaces. The route of retreat is determined 
by the attacker. Units whose only retreat is off the 
board, into forbidden terrain, into enemy ZOCs. 
through friendly units, or in violation of the 
movement rules concerning the castle green are 
eliminated. The attacker cannot choose a route 
which would result in destruction if an unblocked 
route is available. 

6) ABI, AB2 - Attacker must retreat the indicated 
number of spaces. Attacker determines his own 
route of retreat and is subject to elimination under 
the same conditions stated fora retreating defender. 
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3) Combat may be resolved in any order the 
attacker chooses. 

4) Combat is resolved by first totalling the 
combat factors of the attacker and comparing them 
to the combat factors of the defender in order to 
obtain the odds of the battle. For example, a Knight 
(4) attacking a Pikeman (2) would result in odds of 4 
to 2, or 2 to I. Odds are always rounded down in 
favor of the defender. For example, a Prince (5) 
attacking a Knight (4) would result in odds of 5 to 4, 
or 1 to I. Once the odds have been determined, the 
result of the battle is obtained by rolling the die once 
and referring to the Combat Results Table. 

5) The attacker may divide combat in any 
manner he wishes so long as he attacks all units in 
his ZOC. For example, in the following diagram, 
combat could be divided in two ways: 

a) The Knight could attack the Pikeman at 2 to 
1 odds, while the Archer attacks both the Squire and 
the other Pikeman together at I to I odds; or, 

b) The Knight could attack both Pikemen 
together at 1 to 1 odds, while the Archer attacks the 
Squire at 4 to 1 odds. 




6) Men which find themselves in an enemy ZOC 
at the beginning of their turn may do any one of the 
following: 

a) Remain where they are and attack after all 
other movement has been completed. 

b) Move out of that ZOC space into spaces free 
of enemy ZOCs. 

c) Withdraw from that enemy's ZOC and then 
re-enter that same enemy's ZOC at a different space, 
resulting in combat. 

d) Withdraw from that enemy's ZOC and enter 
a different enemy's ZOC and attack. 

SPECIAL COMBAT RULES 

1) A man in the castle can only be attacked by a 
man in the castle green, in accordance with ZOC 
rules. 

2) Mounted men may not attack footmen in 
rough terrain and are, therefore, not allowed in the 
ZOCs of these footmen. 

3) Add I to the die roll of all attacks made 
against /bor/werr defending in either the castle or the 
castle green. 

4) Odds less than 1-6 are not allowed. Odds 
greater than 6-1 result in automatic destruction of 
the defender. rr\ 

••**• <£y 

WAR AT SEA Continued from Pg. 24 

18.6 During the rendezvous segments of the 
task force reorganization phase, unengaged friendly 
task forces may attempt to consolidate into larger 
task forces, 

18.61 On his own rendezvous segment a player 
may designate for any of his unengaged task forces a 
second unengaged task force with which the first 
task force will attempt to rendezvous. No task force 
may attempt to rendezvous with another task force 
which is itself attempting a rendezvous. 

18.62 The success of each rendezvous attempt is 
determined by a speed roll. If the die roll is less than 
the speed of the task force attempting the rendez- 
vous, then the separate task forces are merged into 
one. Otherwise, the task forces remain separate. 

19. OPTIONAL PLAY BALANCE RULES— 

19.4 The Axis player receives an additional 
TWO POC at the end of the game if no Allied 
convoy successfully arrived at Russia during the 
entire game. / — \ 



NEW SQUAD LEADER BOARDS 

Although production of the SQUAD LEAD- 
ER gamettes has lagged behind schedule we do 
have three additional boards completed which will 
be used in future gamettes. Those SL/COI 
enthusiasts who can't wait for additional terrain 
can purchase these boards separately from our 
Mail Order Dept. for $2.00 each plus the usual 
postage charges for parts orders ( 10% of the dollar 
amount for American, 20% for Canadian, and 
30% for overseas customers). The boards can be 
ordered under the title SQVA D LEA DER boards 
6. 7 or 8. Board 6 is scheduled for use in the next 
gamette in the series, CRESCENDO OF DOOM. 
and features a large French chalet surrounded by 
broad expanses of orchard— a new terrain feature. 
Boards 7 and 8 feature wide rivers (an average of 
five hexes across) with accompanying marshland 
and urban settings. 

The boards will not come with any directions 
pertaining to the new terrain types nor will any 
questions pertaining to them be answered. The 
boards are being offered strictly on a "as they are" 
basis for those individuals who can't wait to add 
new terrain to their SL gaming and don't mind 
making up their own rules as they go along. 




BINDERS 

These binders are ruggedly constructed in 
attractive red leather finish vinyl, with gold 
embossed logos of the THE GENERAL and the 
Avalon Hill Game Company located on the front 
and spine. Each binder measures 9" x 12"x I % "and 
holds twelve (12) copies of THE GENERAL. 
Spring-steel retaining wires hold the issues firmly in 
place, yet your magazines are not damaged in any 
way, and can easily be removed from the binder at 
your desire. The binders are available from Avalon 
Hill for $5 plus 75<t postage. Maryland residents 
please add 5% state sales tax. 



FACTORY 
OUTLET 

Whenever in [he Baltimore area feel free to 
drop in at our Factory Outlet store located in our 
design offices at 900 St. Paul and 20 E. Reed St. 
This store is the world's only retail outlet featuring 
a complete selection of Avalon Hill games, parts, 
magazines and accessories Pay by cash or check 
or bring your credit card, and if visiting on 
Saturdays feel free to stay and attend a gaming 
session with Interest Group Baltimore and get 
involved with whatever playtesting happens to be 
going down. Or just drop by and play or talk the 
games of your choice on Saturday with any of the 
locals and enjoy the competition. 
Hours: AH Factory Outlet -Tuesday thru 

Saturday: 9 A.M. to 5 P.M. 

IGB Playtesting Saturday: 10 A.M. 

to 5 P.M. 



THE GAMER'S GUIDE 
TO DIPLOMACY 



THE GA MERSG UIDE TO DIPLOMA C Y is 
a 36-page illustrated booklet containing all sorts of 
valuable information for DIPLOMACYbuih of all 
levels from beginner to expert. Written by Rod 
Walker, one of the best-known writers on the game 
today, the GAMERS GUIDE TO DIPLOMACY 
covers in detail almost every facet of this "game" 
that has become an obsession for thousands of 
"players" worldwide. 

The GUIDEh divided into eight sections. In the 
Introduction, Mr. Walker discusses the develop- 
ment of the game, its uncommon nature where some 
vices become virtues, and where ethics become, in 
some cases, a definite liability, playing objectives, 
country selection, and more. 

In Section II, "Elements of the Game." you will 
read about such things as communications, alliance 
and treachery, aggression and defense, cheating, 
stalemates, convoyed attacks, and receive some 
tactical hints for better play. 

The third section of the GUIDE presents a 
detailed study of the board, styles of play, and 
choice opening moves and game strategies for each 
of the seven Powers in DIPLOMACY. There are 
also several revealing charts showing the relative 
successes and failures of all of the Powers over the 
course of 803 recorded games. 

Section IV presents a sample game, with 
commentary by the author and an analysis of the 
diplomacy and tactics of each of the seven players 
involved. The commentary is accompanied by 
several easy-lo-read maps so you can go right along 
with the progress of the game. 

The fifth section of the GUIDE concerns itself 
with postal DIPLOMACY, where you'll find a little 
history, descriptions of the various ratings systems 
used, and a few suggestions on how you can get 
involved in this exciting segment of the game. 

Section VI is devoted to variants, with a full 
description of each of several of the better-known 
variants, including "Napoleonic" DIPLOMACY, 
"Bid" DIPLOMACY, "The Great War", and 
"Twin-Earths" DIPLOMACY. There are also 
complete rules for the original 1958 version of the 
game, and as a bonus the back cover of the GUIDE 
is a reproduction of the original map. for those 
readers who wish to play the first DIPLOMACY. 

Section VII deals with clubs and tournaments, 
an area that the author feels is growing in 
importance as the ever-increasing rise in postal rates 
increases the attraction of face-to-face DIPLOMA- 
CY play. 

The final section, entitled "Questions and 
Answers", attempts to deal with the most common 
(and several most uncommon) questions that may 
arise. As the author says, "they include some which 
are frequently asked as well as some that were asked 
only once and were debated at length afterwards." 

For anyone with even the most casual involve- 
ment in this highly demanding game, THE 
GAMER'S GUIDE TO DIPLOMACY is an 
absolute must, and well worth the mere $3.00 plus 
50c postage that it costs. Send your check or money 
order made payable to: The Avalon Hill Game 
Company, 4517 Harford Road, Baltimore, MD 
21214. Maryland residents please add 5% state sales 
tax. 
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A.H. Philosophy . . . Continued from Pg, 2, Col. 3 

would not be allowed to tie down a major press 
necessitating several runs through a smaller 
press for each color used. This is both more 
expensive and very time consuming — and I 
shouldn't have to tell readers about our leg- 
endary problems with getting the magazine 
done on time. Finally, there simply was no room 
to print such counters without doubling the size 
of the insert — a measure I was unwilling to take 
given my estimate of the percentage of the 
readers who would actually use paper counters. 

Raised the price of the magazine? While it is 
true that the cover price increased, subscrip- 
tions (past, present, or future) were not affected 
in any manner. Assuming you are a subscriber 
you receive the magazine for the same price as 
before. The increase affects only those dealers 
who buy in bulk quantities at a substantial 
discount. Most readers avail themselves of the 
two year subscription rate which means they're 
paying only SI. 00 for a full color, 36 pp 
magazine plus inserts crammed full of as much 
material as we can manage. How many other 
gaming publications give you equal value for the 
dollar? 

". . . you left out the counters on purpose so 
that we would ha ve to buy them from you at you r 
profit." I can't begin to tell you the riches we've 
gathered catering to the variant counter marketl 
Consider, if you will, that not all of our readers 
will have the game in question. Of those who do, 
many will not be interested enough in it to 
actually play it, and even fewer will take the time 
to order the counters from us. This means that I 
usually print a grand total of 1,000 such 
counters. Compare this to our usual minimum 
print run of 30,000 copies for any item and just 
imagine the economies of scale we enjoy with 
these small rurisl For starters, we tie up our 
camera room, presses, laminating machines 
and die-cutters for almost as much time as it 
takes to run 30,000 copies of a major game 
component. Regardless of the size of the run, the 
equipment "set-up" time remains essentially 
the same. Presses have to be cleaned after each 
use and the electric eye of the laminator 
painstakingly "locked" into position through 
trial and error for each job. A die-cutter or 
laminator will sometimes chew up hundreds of 
rejects before it is correctly locked into place. 
The die atone costs in excess of $300. In 
addition, we get to add another part to our 
standing inventory of over 1 ,000 separate game 
parts. By the time we've deducted postage, 
handling, and the usual miscellaneous costs 
we're making a veritable fortune! If the auditors 
ever figure out how much we lose on these 
variant offers, I'll probably have my head handed 
to me on a platter. Why do it at all then? 
Hopefully, it increases the enjoyment many of 
you derive from the magazine without adding to 
the price of the publication for others. 

"This statement is a little too naive." It 
always amazes me how someone from Podun- 
que, or San Diego for that matter, knows more 
about my business than I do. I didn't know 
Anthony was getting mail from our readers 
telling him about their interests. I know I have 
and a lot of that mail describes people isolated 
from the wargaming hobby at large, but 
thoroughly enjoying their three or five or 
whatever number of AH games. And unless I've 
been dreaming several of those letters have 
related their disappointment in having traveled a 
great distance to a game convention in hopes of 
playing in a tournament of their favorite game. 



only to find out that none exists. Am I being naive 
for believing these letters or is Mr. Koroly for 
believing that all our readers share his degree of 
involvement in our hobby? While I agree with 
Anthony that a great many of our readers are 
into the mainstream of the wargaming hobby 
and are enthusiastic supporters of a number of 
game companies, the plain truth of the matter is 
that this is not a universal trait of our 
readership — nor necessarily a dominant one. 
THE GENERAL exists to serve the interests of 
A.H. game enthusiasts and is not a spokesman 
for the entire simulation gaming hobby — but 
rather a periodical for a specific segment of that 
hobby. Other magazines exist to survey the 
hobby as a whole and do it very well, but in these 
pages we will confine ourselves primarily to the 
interests of the A.H. enthusiast 

I hope this answers all the important charges 
in Anthony's letter. It is not often we can answer 
complaints at such length, but when the chance 
presents itself to "go public "and answer others' 
unspoken doubts I often leap at the chance I 
guess it's because I'd like to have a love affair 
with my readers — well, some of them anyway. 
Speaking of which, I guess the following 
constitutes a romance gone sour. 

Gentlemen: 

I have been a subscriber to THE GENERAL since 
Vol. 1, No. 1. I am an Elite Club member and have 
purchased over forty of your games Innovations in 
your magazine's format have usually had my support. 
However, I must now add my voice to the growing 
chorus of critics that are dissatisfied with your policy 
of devoting a large portion of the magazine to articles 
on just one featured game. 

For example, the last issue I received (volume 1 5, 
number 3) devoted 1 9 out of 34 pages of print (or 56%) 
to a new release called CRETE. If a reader does not 
own the game featured, half the magazine, which he 
has anxiously awaited for two months, is of no 
interest to him. An extremely aggravating cir- 
cumstance. 

You must realize that as titles proliferate, few 
gamers can be expected to own and be interested in 
every game you publish. One must pick and choose 
new additions to a collection as it becomes in- 
creasingly difficult to keep up with "the state of the 
art ". Wouldn't a "shotgun policy" be more effeclive? 
In other words, a policy of including articles on as 
many different games as possible in one issue. 

It is also a continuing aggravation to have 
September-October issues arriving in December. I 
would think after two years you could get back on 
schedule. 

In addition, in Vol. 1 5, No. 3, the postage coupon 
was on the back of the map for the WAR A T SEA 
variant and no variant counters were included! Now, I 
don't expect a free game in every issue (if I did I could 
subscribe to the competition), but why present a 
variant map without counters. That's what I call a 
tease! 

Thanks for listening. 

Tom Spirito 
Smithtown, NY 



Advocates of the "shotgun" approach (i.e 
more and shorter articles on a wide variety of 
games) have been among the most vocal critics 
of the magazine in recent years, and not entirely 
without good reason as so aptly cited by Mr. 
Spirito. There is, however, the inevitable other 
side of the coin. I, like Tom, am among the few 
readers who can boast a complete collection of 
GENERALs from Vol. 1, No. 1 to the present. 
During those first ten years which included my 
rookie season at the helm of the magazine, the 
"shotgun" approach was the only one used in 
the GENERAL. During that time the circulation 
of the magazine remained low and even showed 
signs of decline. Since I started the current 



THE GENERAL 

feature policy five years ago the magazine has 
shown a 600% increase in circulation. Cir- 
cumstantial or otherwise, such imposing figures 
lead me to suspect we're pleasing more people 
than we're turning off. Secondly, there is also 
the more pedantic and oft repeated reasoning 
that we simply do not have enough quality 
material to fill the magazine with a variety of 
smaller length articles. Your premise that the 
larger features rob the reader of a more varied 
format is simply not true — were it not for the 
major articles we would be unable to fill the 
magazine without resorting to low quality tripe 
and thus would actually have to reduce the size 
of the publication or fill it with non-pertinent 
illustrations for the sake of using up space. 
Lastly, I agree with your premise that the 
proliferation of new titles forces the gamer "to 
pick and choose new additions" with increasing 
care to insure that he is getting a title bestsuited 
to his preferences which will do justice to his 
limited playing time. That is why I favor the 
current policy of major emphasis on features. 
The prospective buyer gets a chance to evaluate 
the game in question from a variety of view- 
points and in far more detail than any ad can 
convey — and often within a year of its initial 
release. 

As to the constant lateness of delivery I must 
plead guilty. Despite my best efforts to make 
progress against the clock, there will probably be 
very little improvement in that regard until a full 
time editor is appointed who need not hassle 
with game design, prototype evaluations, and a 
host of other duties. 

The WAR AT SEA variant counters were 
mentioned in the prelude as being available 
from our Parts Dept. in mounted, die-cut format 
along with the CRETE/MALTA variant counters. 
Those who didn't want to purchase these items 
could easily make their own from the informa- 
tion provided. As to the postage coupon, I believe 
the earlier adage about "cake" applies. 

But buck upl All is not for naught. All the 
world loves a survey and far be it from me to 
ignore the pleas of the majority. So here's your 
chance to make some changes. Answer the 
following questions with a simple Yes/No using 
the answer form in this issue's insert. The result 
will call the tune but you had best be ready to 
pay the fiddler. 



SURVEY 

1. I favor the printing of two-color variant 
counters on a special insert suitable for cut and 
paste-up even if it means I have to pay more for 
my subscription. 

2. I favor the current policy of full color, 
mounted, die-cut variant counters for sale 
separately. 

3. I favor the current major feature policy 
providing the lead article does not exceed half 
the magazine as opposed to a "shotgun" 
approach of more and shorter articles of lesser 
quality. 
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Dear Readers, 

A number of you have justifiably taken melo 
task for the publication of Stuart Smart's article: 
CORRECT THIRD REICH in Vol. 15, No. 2. 
While helpful in many areas his tendency to 
embroider the game's existing rules to suit his own 
interests irked many of you who were upset with 
the "official" label they received. Apparently my 
warning chat the opponent must agree beforehand 
was lost in the translation and what I had intended 
to be a clarifying rules variant with greater detail 
for advanced players came across too strongly as 
an actual approved change to the rules. Those who 
dislike straying from the printed rules should 
consider the following parts of Mr. Smart'sarticle 
as suggested variants- -not AH endorsed rule 
changes. 

2.4 The Gulf of Aqaba is not treated as a 
river hex side. 

3.53 Leningrad and Moscow may change 
hands several times during (he course or the game 
with a resulting gain/loss of BRPs as specifically 
stated in (he 2nd edition rules. 

3.57 This is one of Mr. Smart's variations. 

4.3 Malta, as a fortress, does not require 
supply although Mr. Smart was quite correct in 
applying realism as his rationale for his variation. 

4.4 The limitations on Bridgehead counters 
for neutrals, while quite worthwhile rules, are 
nonetheless a variation of Mr. Smart's, Similarly, 
the official AH interpretation of bridgehead 
removal is that the counter is removed when no 
longer occupied or required as a sole source of 
supply. 

4.91 Mr. Smart's application is directly 
contrary to AH rules. 

4,9251 The insertion of the "UNUSED" 
stipulation, while quite interesting, is strictly a 
product of Mr. Smart. 

6.3 Airbase coumen are not considered the 
equal of units and therefore not prohibited from 
stacking with opposing nationalities. 

10.3 A player may not take away an ally's 
Objective without his permission. 

THE EDITOR 
***** 

Dear Mr. Greenwood: 

I just bought a copy of THE RUSSIAN 
CAMPAIGN and I like it very much. I do have 
some suggestions regarding movement around the 
board edges, and the issue of having important 
strategic pointsoff the board. I liketheideasofrail 
movement off the board and back on using 
Imaginary connections and having worker units in 
Siberia. However. I share Mr. Hamblen's distaste 
for "having important strategic points off the 
board, where they are invulnerable to enemy 
action" (Design Analysis, THE GENERAL, Vol. 
14. No. 1). Furthermore, I think that the board 
edges, especially the western one. are an effective 
shield for a player who is far behind, protecting 
cities every bit as important to the war effort as 
many of the ones shown on the board. Since I have 
always wanted the best of both worlds. ! propose 
the following optional rules: 

Allow the Germans to exit units off the east 
i,>u,! south, there is enough oil on the board 
already; there wasn't much else down there, and it 
would make the south much too important) edge 
of the board, and allow the Russians to move units 
off the west edge, They may never return to the 
board, They must be supplied by a friendly rail line 
leading from the board edge to a friendly city, and 
are eliminated for lack of supply like other units. 
Replacements and /or reinforcements due that 
turn must be used first, (They are in position to 
stop thethreat. units chasing behind aren't). After 
the two forces have been matched, all the units are 
placed in the replacement pool. For each turn the 
defender fails to withdraw sufficient forces the 
attacker may choose one city to be considered 
under his control for satisfying campaign and/or 
sudden death victory conditions. The choice of 
city can be made anytime (except right after 
revelation of sudden death victory condition 
selections) and cannot be lost. Alternatively the 
German can choose to eliminate one Siberian 
worker unit, The same exited force may take one 
city or worker per turn until matched or 
eliminated for lack of supply. Regardless of the 
defenders response, he cannot use off board rail 
movement if enemy units start the turn off a home 
board edge. 

These optional rules will not change the 
outcome of most games, but will make it much 
harder for a side that is way behind to eke out an 
undeserved draw. Holding Bucharest should not 
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compensate for losing Leipzig, Hamburg, Co- 
logne & Frankfurt which are all only one turn's 
movement from the board edge. 

Jim ELiason 
Cambridge. MA 



Dear Sirs. 

I was greatly pleased by the variants printed 
in Vol. 15. No. 3 but with my recent purchase of 
the WAR A TSEA variant counters, [ realized that 
the counter sheet contained ships for variants that 
I have been unable to obtain rules for. The best 
example are the counters utilizing the French 
Navy. [ began subscribing to THE GENERAL 
with Volume 14, Number 4 which contained the 
Victory at Sea variant. Any WAR AT SEA 
variant published since then has not escaped my 
notice but I am at a total loss as to the uses of the 
French Navy and the Tiger and Torch convoys. I 
link wish that you included instructions with your 
most recent variant counter sheet so others like 
myself who cannot obtain the older GENERAL 
issues, will not be at a loss when it comes to the 
counter sheet. 

Wally Wang 
Franklin, Ml 

// was not possible for us to reprint the three 
articles which preceded Sean Canfield's Russian 
Navy WAR ATSEA variant hut we thought long- 
time subscribers would appreciate their incorpora- 
tion on the counter sheet as an added bonus. 
Strictly as a customer service, however, we will 
offer xerox copies of the 4 page WA R AT SEA 
variant article in sold out Vol. 13, No.3foraS2.00 
fee and a stamped, self-addressed envelope. 
Address your request to the Customer Service 
Dept.; ATTN. Ron Ijx Porte. 

***** 

Dear Sirs. 

While reading the Design Analysis column in 
Vol. 14. No. 5. I came across a paragraph in which 
John Hill defended a section in the rules stating, 
more or less, that artillery was ineffective against 
barbed wire obstacles. He gave as an example the 
battle of the Somme and then he asked for an 
explanation of the failure of the six day bombard- 
ment at the Somme. This letter is intended to 
answer that question. 

The following is an excerpt from the book 
Vtmy'.' by Herbert Fairlie Wood. 

"The big gunner breakthrough on which so 
much depended was the 106 fuse. With it, shells 
could cut wire. This achievement was not without 
its irony, for. in fact, the magic new fuse was a 
reversion to a more primitive method of detona- 
tion. In a word, the shell went off on impact. 
General Shrapnel's invention, which had revolu- 
tionized field artillery methods during the nine- 
teenth century, depended on a time fuse which 
burst the shell over troops in the open, raining steel 
pellets down on them with devastating effect. 
Gunnery advances since had concentrated on 
perfecting the lime fuse. Now it seemed obsoleteia 
device was needed to give maximum burst at the 
point of impact. 

The 106 fuse had begun to appear during the 
Somme battles, and the more imaginative of the 
gunners had seen its possibilities. 

The device, which guaranteed explosion in 
the wire instead of in the sky or beneath the earth, 
was a mushroom cap with an explosive behind it 
that speeded up the detonation. The 106 fuse was 
reserved for the heavy artillery with battering-ram 
tasks to perform. The wire on the Ridge would be 
cut by the 60-pounders and the 6-inch guns. The 
problem the Canadians faced was to get enough 
fuses. Gunners egged on the artillery staffs at the 
divisions and corps, the generals look a hand and 
raised the matter at conferences, and a movement 
was generated that finally produced results. By 
January 1917 the 106 fuse was coming along in 
ever-increasing quantity and the battle of the wire 
was in a fair way to being won." pp 81-82. 

The fuse was very successful at Vimy Ridge 
and beyond, but it seems to have received very 
little publicity as it is almost amazing that John 



Hill did not come across it in his research for 

SQUAD LEADER. 

Pierre Frioud 
Mill Bay. B.C. 

***** 



Sir: 

STALINCiRAD remains one of your more 
enjoyable games. Bui the debute goes on concern- 
ing the "historical" replacement rate (4-6-8) vs. 
the "Balanced" replacement rate (4-5-6). I prefer 
playing "the real way." However, 1 see no reason 
lor a well placed 2-3-6 to bring the entire weight 
of the German war machine 10 a Standstill. This 
tykes the advantages of blitzkrieg away from the 
Germans. They did have this advantage until 
1942. Other games handle this well. Any piece 
surrounded at 5-1 or attacked al 7- 1 loses all 
zones of control. Any other units may move 
through that /one unimpeded, ll would be wise 
however, to limit this to normal movement, 
dictated by weather, and not to include railroad 
movement through or beyond the disputed terri- 
tory^ Rail movement should be allowed up to 

that point. 

With the Germans achieving some break- 
throughs they should be able to achieve the 
capture of a major city sooner. This in reality 
cuts the Russian replacement rate without re- 
ducing it below the ■■historical" rate. 

The Russian is not forced to retreat to better 
defensive positions and to place reserves behind 
the lines to stop a German breakt.i rough. Forces 
placed behind the front are open to attack from 
forces advancing beyond the breakthrough point. 
"Breakthrough" units may participate in any 
battle as yet unresolved. They may attack Bitter 

front line units from the rear or serve to cut nit 
their line of retreat. They may not attack u unit 
already retreated or surviving units of an attack 
but they may join in an attack not yet "rolled." 
As "breakthrough" units have the initiative they 
may enter any enemy unit's zone of control 
(retreated or otherwise! but do not have to 
attack. 

Under these rules you may see 450.000 
Russians captured at Kiev or Smolensk. You may 
also see Leningrad attacked during the first 
winter. You may see an "historical" game. 

Give the Russians their men and give the 
Germans their tactics. 
Kenneth E. McGurn 
Cuyahoga Kalis. Ohio 



Ed. Note: Voa mai also sec the Germans conquer 
the world' Anyone using these rules should boost 
the Russian replacement capacity to 6-&I0 to pre- 
vent a complete rout, 

***** 

Dear Mr. Greenwood, 

While attend inc a wargamingclub some time 
ago, 1 received the rare chance to buy 1914. I 
grabbed at it immediately, and now I own this 
much coveted game. I feel I got an excellent deal. 
Aside from getting 1914 in fairly good condition 
for only ten dollars, 1 was rather surprised to find 
that I enjoyed the game as well. Why was I 
surprised? One reason was the RBG Chart. 1914 
has a constant position of third from last on that 
chart, which would obviously make one ask the 
question. "Do I really want this game?" Some of 
the ratings I found to be. in my eyes, ridiculous. 
For example, the ease of understanding column 
states that 1914 is the most difficult game to learn. 
As for myself. I can only say that I found ANZIO 
and THIRD REICH much more difficult. Of 
course, the rating may apply to the "simulation in 
detail" game, but there's no reason why one can't 
limit oneself to learning the standard and 
advanced games. 

Again, on the excitement levels column, 19 14 
was rated last and again I found this to be a poor 
guideline. As of now. I have only played the game 
solitaire, and have found it to be quite excising. 
Against an opponent it should be even better. 
Finally, the game length put the time spent playing 
1914 at somewhere over nine hours. Again, this is 
only when you extend the game to the maximum 
length, and there*s no reason why you can't 
confine yourself to the standard game length, 

Paul Purman 
Sykesville. MD 



One man's wine is another's hemlock. The 
RBG cart 't tell everyone whether they II like a game 
or not—not everyone has the same taste. What the 
RBG does do is break a game down into ten 
component parts and allow the reader to see what 
the average response to that category is. Remem- 
ber, the RBG deals in shades of gray— not black A 
white. Enthusiastic "I" ratings are diluted by 
unhappy "9"s " to come up with a figure someplace 
in between. How high or low that figure is in the 
categories which mean the most to you should give 
you some idea of how strong the game is in the 
characteristics which you value. I also can find 
fault with the RBG— preferring STALINGRAD 
to many of the games above it. Alt that proves is 
that I, like you, have game prejudices not shared 
by the majority of our peers. 

***** 

Gentlemen: 

I have reviewed PANZER LEADER 1940 in 
the GENERAL and have found the following 
errata: 

1 . The Stuka's bomb load is 1 100 lbs., not 11. 
Unit Composition Tables 

1, A German Motorized Infantry Regiment 
should have 36 trucks, not 33. 

Unit Function Tables 

I The German PzJg 47 and the GW-1 cannot 
overrun. 

2. The Allied 105mm HOW has 1 17 men, not 
152. 

Counters 

I . The armored cars Daimler (British) and 
Panhard (French) have wrong weapon types. The 
Daimler should be T instead of "H" The 
Panhard should be "H" instead of "I". 

Ramiro Cruz 
Houston, TX 
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Dear Donald, 

A great many members of our club are in the 
AREA system and each is surprised to find that I 
am not a member, nor do! intend tojoin. (explain 
to each that "winning" a game or a number of 
games does not mean much to me. I feet, in a lot of 
the games I play, that luck makes the winner 
unpredictable. I play these games for fun. And I 
have found out you can have as much fun playing a 
beginner as playing an expert. (If you overlook the 
trouble it is to explain why the beginner cannot 
make the move he indicates, or explain which rule 
he seems to have forgotten). 

I was very amused to see that the Anzio 
mapboard was voted the best ever, (Page 30, 
Reader Buyer's Guide, Vol. I2:ff3). "There is no 
denying the validity of its best ever performance in 
the Mapboard category." I was under (he 
impression that even Tom Oleson thought it a bit 
"overdone." Realistic— maybe; playable— yes; but 
best ever? I personally rate 3rd Reich mapboard at 
best ever! In fact the Anzio mapboard gives me a 
small headache. 

I assume I must be one of that vast "usually" 
silent majority who votes with his "wallet" for the 
simple playable games, I can only hope that 
ANZIO does not get back on the shelves to 
confuse the Tnrst time" buyer. There is little doubt 
in my mind that it is for the "Hard Core" only. 

I hope you don't get the wrong impression. 
But to me the more work a game involves the less I 
enjoy it. And some games are really not intended 
for PBM, so they gather dust in my "packed to 
capacity" closet. It is really difficult to believe I 
own more brand x games than AH games, since 
my cabinet has 7 AH games set up with PBM 
moves and only 2 non-AH games set up. But it is 
not so surprising when you consider AH makes 
games while others make puzzles. 
Jerry Schott 
Plantation, FL 



/ must disagree with your appraisal of 
ANZIO which has recently become one of my 
favorite games, certainly the only one I perpetually 
play by mail. Tom Oleson's devotion tothepursuit 
of the perfect game has led to yet a 3rd edition of 
the rules which in turn has prompted me to engage 
Rodger MacGowan for a new boxcover and 
another try on the retail shelves in the near future. 
As for THIRD REICH being the best mapboard 
ever Fd have to violently disagree — ir has at least 
as many ambiguities as ANZIO if not more. 
SQUAD LEADER would get my vote for both 
the best looking and most accurate board. 
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TITLE FEUDAL 

SUBJECT Chess-style Medieval War Game 



FEUDAL is the 4]st game to be raied in the 
RBG and it was a moot question whether it should 
have appeared at all FEUDAL was originally a 
3M game and came to Avalon Hili with (he rest of 
the 3M adult game Line which was purchased lock, 
stock, and barrel in 1976, As such, there is. 
considerable debate over whether it should even be 
considered a wargame in the opinion of most 
wargamers. Designed for a more general audience 
than makes, up our hobby, FEUDAL is actually 
more of a multi-player, increased realism chess 
variant than a simulation of combat. As such, it is 
not surprising that our wargame audience rated 
the game only 35th in a field of 4 1 and that it failed 
to best any Avalon Hill design of the past 10 years. 

Nevertheless, the game did well sales-wise for 
JM and continues to be one of the best sellers in 
the Avalon Hill Leisure Time division. This can be 
attributed largely to its more graphic and casual 
approach to the casual game player. Instead of the 
traditional wargame counters, FEUDAL utilizes 
attractive three dimensional piastic figures depict- 
ing knights, archers, men-al-arms. castles, etc 
which are deployed on a plastic pegboard with a 
square grid. The game can be played by 2. 3, or 4 
players— further increasing its potential as a 
family-type game. 

The shortcomings of such abstract games to a 
wargamer dominated audience are amply demon- 
strated by the ratings where the game fares very 



well in Ease of Understanding. Completeness of 
Rules, and Play Balance but fails badly with an 
abysmal Realism rating. The refreshing playing 
time of Wa hours is also a dead give-away of a 
general audience family-type game. 

WHAT THE NUMBERS MEAN: Put simply, the 
results can be considered like this: Anything 
under 2,00 is pretty darn fantastic. Scores ranging 
from 2-3 are excellent while 3's must be con- 
sidered good, 4 through 4.5 would be considered 
fair, with the upper half of the 4.5 combination 
considered poor. Anything rated higher than a 6 
indicates a dire deficiency and should merit 
either immediate attempts at redesign or droppin" 
t r om "hs line, 

1. Physical Quality 3.18 

2- Mapboard , 4.33 

3. Components 2.64 

4. Ease of Understanding 2.28 

5. Completeness of Rules 2.33 

6. Play Balance 2.12 

7. Realism 5.38 

8. Excitement Level 3.58 

9. Overall Value 3.38 

III. Game Length ......... VA hour 




RICHTHOFENS MANEUVER CARDS 



Vol. 14. No. 4 of the GENERAL printed a 

variant tor RICHTHOEEXS WAR which 
featured the use of a deck of 27 maneuver cards to 
augment the mechanical movement system and 
add a degree al uncertainty and excitmem to the 
game. Not just a random luck element, use of the 
maneuver cards is dependent upon such factors as 
turning ability, attack position, and pilot skill. 
Using the maneuver cards one can more vividly 
execute the classic maneuvers of the day: Barrel 



Roll. Fulling Leaf, Flat Spin, Immclmann. Foop, 
Nose Dive. Side-Slip, fight Circle, and Vertical 
Spin in an attempt (not always successful) to get 
on the enemy's tail, rather than just trade shots. 
This, 27 card deck is professionally illustrated and 
printed and available from Avalon Hill with 
instruction sheet for S2.Q0 plus usual postage and 
handling charges. Maryland residents please add 
$% sales tax. 
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SUBMARINE: 

Brief Synopsis of Play on back cover: 

Phase 3 Change "35.0)" to "(25.0)" 
Phase 6 Change "32.5}" to "(22.6)" 
Phase 10 Change "(31.7)" to "(23.7)" 
Changes to Data Cards: 

Japan Surface Ship — Change Yamato's availabili- 
ty to Sp' 42. 

American Surface Ship — Change all W'4-l to 
W*42. Change Edsatts H to 2H for W44 and all 
subsequent quarters. 

Exiernat Tubes— Any submarine with external 
tubes can fire them only once . They cannot be 
reloaded. They are not included in the Torpedo 
Tubes section. Night Visual Search Table- 
Change "43-43" to "43-44". 

On all cards— On all Advanced Surface Gunnery 
Tables, change "Night Action" modifications toO 
for "Star Shell in hex"; to -I for "S. Shell in 
Adjacent Hex": to -2 for "Visual"; to -3 for 
"Radar No. Vis. Cont." 

ARAB ISRAELI WARS: 

Q. Using the SUPPLY rule, can a unit CAT 
attack at double or triple strength (so an Egyptian 
infantry unit with a CAT strength of 18 could 
attack with 54 points, using 3 attacks' ammuni- 
tion)? 

A. No! Whenever a unit fires using its CAT 
multiplier (either in a CAT attack or Opportunity 
Fire) it can fire with only one attack's worth of 
supply. 



Q. Can H.M, (H) and G type attackers make 
direct fire attacks against "F" targets? 
A. No! (as indicated on the WEC) 

Q. Can "(H)" type air strikes be used for 

"DEST" or "INT* type attacks? 

A. No 

Q. Are "G" air strikes considered wire-guided 

(Opt. LB)? 

A. No 

Q. Does a concealed, un-spotted wire-guided 
missile unit become "spotted" when it attacks 
(Opt. t.B)? 
A. Yes 



THIRD REICH: 

Q. Is the limitation on axis forces in Africa also 

dropped if supply can be traced via Ukraine and 

Caucasus? 

A. Yes. 

Q. Can airbases be voluntarily destroyed? 

A. No. 

Q. May fleets change base within a front and sea 

escort in the same turn? 

A. Yes — so long as the base change is done in the 

Movement Portion of the turn — not by SR. 

Q. At what point in the turn must the East Front 

garrison commitment be honoured? 

A. Beginning and end of every turn. 

Q. Are the U.S. and Britain the only countries 

whose units may stack together? 

A. Yes — except for lent Italians. 



AVALON HILL RBG RATING CHART 

The games are ranked by their cumulative scores which is an average of the 9 categories for each 
game. While it may be fairly argued that each category should not weigh equally against the others, 
we use it only as a generalization of overall rank, Bybreaking down a game's ratings into individual 
categories the gamer is able to discern for himself where the game is strong or weak in thequalities 
he values the most. Readers are reminded that the Game Length category is measured in multiples of 
ten minutes and that a rating of 1 8 would equal 3 hours. 
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2.86 


2.73 


13.5 


14. 


SUBMARINE 


2.65 


2.58 


3.48 


2.42 


2.90 


2.87 


2.55 


2.38 


2.22 


247 


12.1 


15. 


STARSHIP TROOPERS 
ARAB ISRAELI WARS 


2,67 

2 68 


2.27 
2.34 


3.11 
3.03 


2.07 
1.86 


2,43 


270 


3.57 
3.57 


3.39 


2.20 


2.32 
2.52 


17.3 


16 


3.31 


2.70 


2.31 


2.51 


13,5 


17 


CHANCELLORSVILLE 


2,68 


2.62 


2.57 


2.45 


226 


252 


343 


3.07 


2.55 


2,64 


18 8 


18 


VICTORY— PACIFIC 


2.70 


2.47 

204 


2.36 

2.96 


1.85 

2.03 


2.21 

2,25 


2.79 

2.86 


3.38 

3.25 


3,91 


1.94 


2.53 
2.89 


18.0 


19 


NAPOLEON 


2,77 


4,18 


2.46 


91 


20 


FRANCE 1940 


2.82 


1.75 


2.05 


1.85 


3.30 


3.25 


4.05 


3,00 


3.40 


2.76 


16.0 


21 


JUTLAND 


2.83 


2.84 


— 


2.39 


3 27 


306 


3.24 


253 


2.61 


2.67 


29,7 


22 
23 


LUFTWAFFE 
MIDWAY 


287 

2 88 


241 
2.75 


2.91 
3.12 


2.04 
2.56 


2.86 
2.78 


3.02 
2.90 


3.73 
3.66 


3.41 
3,08 


2.82 
2.37 


2.64 
2.73 


24 2 
15.7 


24 


AFRIKA KORPS 


2.90 


3.04 
299 


3.10 
3.21 


2.92 
3.19 


2,12 
2.55 


2.29 
2.98 


3.39 
3.43 


3.67 
2.76 


2.91 


2.77 


13.5 


26 


ALEXANDER 


293 


2.43 


2.86 


12.7 


26 


ORIGINS OF WW II 


2,98 


2.69 


2.58 


2.80 


2.00 


2.22 


4.00 


4.06 


3.11 


3.40 


9.6 


27 


CRETE-MALTA 


3,04 


2.80 


3.10 
2.48 


3.00 


3.03 


3.05 


3.43 


3.18 


2.76 
302 


3.05 


18.8 


28 


GETTYSBURG 77 


3.04 


252 


250 


4.32 


3.79 


3.07 


2.46 


321 


276 


29 


D-DAY 77 


3.07 


372 


4.54 


369 


2.19 


1.94 


3.00 


3.19 


2.94 


2.44 


20.2 


30 


BLITZKRIEG 


3,09 


3.39 


3.28 


3.30 


3.14 


2.89 


2.25 
3.06 


3.67 
2.11 


2.81 
300 


3.05 
2.96 


24.0 


31 


TOBRUK 


3.10 


2,85 


4.68 


2.13 


4.32 


2.77 


216 


32 


WATERLOO 


3.18 


3.29 


3.27 


3.11 


2.01 


3.11 


3.27 


4.32 


321 


3.01 


16.2 


33 


WAR AT SEA 


3.21 


3 18 


3.96 


2.74 
3.31 


1.74 
3.08 


235 

3.40 


3.73 


5.12 


2.93 


3.15 


6.9 


34 


BULGE 


3.21 


2.93 


2.80 


3.53 


4.11 


2.81 


2.95 


20.0 


35 


FEUDAL 


3.25 


3.18 


4.33 


2.64 


2.28 


2.33 


2.12 


5.38 


358 


3.38 


7.5 


36 


D-DAY 66 


3.43 


3.72 


4.54 


3.69 
3.40 


2.56 
2.07 


3.09 
2.52 


4.38 
4.37 


4.50 
.6.15 


3,60 


3.56 


17.8 


37 


STALINGRAD 


3.44 


3.43 


3.74 


328 


3.04 


20.0 


38 


TACTICS II 


3.51 


3.43 


4.30 


3.59 


1.45 


2.18 


2.32 


5.57 


4,59 


4.20 


11.6 


39 


1914 


3.87 


3.18 
3.59 


3,40 


326 


5 46 
268 


4,32 
3.39 


3.86 
5.08 


1.95 


5.48 


3.86 


55.0 


40 


GETTYSBURG '64 


3.88 


3.84 


3.54 


4.51 


4.34 


398 


12.5 


41 


KRIEGSPIEL 


4.04 


3.77 


420 


3.86 


2.13 


2,94 


293 


609 


6.20 


529 


9.8 




AVERAGE 


2.92 


2.73 


3.02 


2.70 


2.79 


2. 82 


3.24 


3.38 


2.90 


2.84 


19.6 



THE GENERAL 

For the second issue in a row we polled a 
3.44 rating with the readers as Vol. 15, No. 3 tied 
its predecessor. If nothing else, it at least proves 
our consistency as the last four issues have 
been rated within .07 of a point. Mark McLaugh- 
lin's lead article on CRETE took top honors in the 
individual article ratings based on 200 random 
samples. We're looking forward to seeing more 
of Mark's work in the future. The complete 
listing looked like this: 

Creating a Paratrooper's Hell 324 

Invasion of Malta 248 

Another Look at Third Reich 1 54 

Scenarios for Crete and Malta 133 

Squad Leader Simultaneous Movement 91 

War at Sea and the Russian Navy 87 

Tournament (Strategic) Level Russian Campaign 65 

Opponents Wanted Survey 59 

Avalon Hill Philosophy 39 

SQUAD LEADER enthusiasts anxious to get 
the jump on the next gamette in the series have 
been besieging us with requests for the latest 
information on CRESCENDO OF DOOM. Re- 
ports of its availability in January were greatly 
exaggerated and we don't expect to see it before 
June, so save your stamped, self-addressed 
envelopes till then as we won't have any 
information printed up until the game is actually 
finished. On the brighter side, however, we hope 
to be able to advertise the availability of both 
MAGIC REALM and BISMARCK in the next 
issue. Those who want to get an early jump on 
their competition and order them sight unseen 
may do so by sending us $15 tor MAGIC REALM 
and/or SI 2 for BISMARCK. Please don't expect 
delivery before mid-March at the earliest. 

It appears that ORIGINS 79 has been moved 
back to its original June 22-24 date and will be 
held at Widener College in Chester, PA. Those 
wishing further information should write direct- 
ly to the convention's official address: ORIGINS 
'79, P.O. Box 282, Radnor, PA 19087. We will 
attempt to provide as much detail about the 
convention as we can when we receive it, but we 
can not answer individual inquiries. We are not 
the sponsor and therefore must rely on others to 
provide us with the necessary information. 



CITADEL WARGAMERS is a group based out 
of a Groton, CT hobby shop called THE CITADEL. 
Last year this group successfully sponsored a 
bus to ORIGINS IV in Ann Arbor, Ml and plans to 
repeat the expedition to Philadelphia and 
ORIGINS V this year. Tentative plans call for a 
Friday morning departure and Sunday evening 
withdrawal with an anticipated fare in the $18- 
$22 range. Interested parties should contact: 
THE CITADEL, 171 Bridge St., Groton, CT 
06340. 



Being billed as the FIRST BIG Con of the 
season is a new offering called the Tippecanoe 
Game Convention in Lafayette, IN sponsored by 
none other than our own John Hill and the 
Purdue University Wargame Club. Among the 
promised attractions is our own Tom Shaw 
holding forth with FOOTBALL STRATEGY 
against all comers and Don Greenwood hosting 
a CROSS OF IRON tournament which should 
serve as a test run for the big doings in 
Philadelphia. The date is May 4th-6th. For 
additional information write: John Hill, P.O. Box 
2071, W. Lafayette, IN 47906. 



Infiltrator's Report 



It's getting so you can't tell the players 
without a scorecard for watchers of the simula- 
tion gaming scene. Our informants tell us that 
Steve Peek will be leaving Heritage; Richard 
Berg has opened up his own law practice, Mark 
Herman and others have left SPI, and Howard 
Barasch will be moving on to Heritage where 
hell take over as Production Manager. Makes 
one wonder who Brad Hessel will have left to 
face us in the big Softball game. 

Hundreds of entrants got our multiple choice 
solution to Contest No. 85, necessitating a 
random drawing for ten winners. Those selected 
were: L. Bucher, Washington, D.C.; S. Oksanen, 
Hansom, MA; J. Westkaemper, Meadowbrook, 
PA; E. Robinson, New Haven, CT; D. Griggs, 
Hinesville, GA; C. Rozzelle, Hickory, NC; B. 
Kouwenhoven, Baltimore, MO; S. McHenry, 
Lutherville, MD; K. Still, Ft. Bragg, NC; and G. 
Murray, Burlington, ONT. 

The answer to Contest No, 86 was more 
involved than the simple diagram suggested. 
From the previous sonar contacts, it can be 
established that the Harder has expended four 
of its five emergency power factors. To move 
from hex LI 6 to H7 in four turns requires four 
emergency factors. The Harder is now limited to 
maximum movement of two hexes per turn. It 
cannot use its emergency speed otherwise it 
would be forced to the surface. TheHarder's last 
discovered position was H7 which it occupied at 
the end of turn 23. From that point, it has four 
turns at a maximum rate of two hexes per turn to 
completely exit the board edge. By the conclu- 
sion of the current turn, it can be no farther than 
four hexes from the board edge to be able to exit 
by the end of play to win. Note no part of the sub 
can remain on the board, including the partial 



PAGE 35 

hexes. Printed in blue below are the hexes the 
submarine's bow must occupy by the end of turn 
25 in order to remain in position to exit the 
board Two of the hexes, F4 and J4, can be 
ignored by the escorts because when the sub's 
bow occupies either, its stern must be in one of 
the other hexes covered. To guarantee a chance 
of damaging the Harder, the escorts must place 
at least one depth charge in each of these hexes. 

The number of hits the Harder has received 
can also be ascertained. From sonar contact 
made on the 24th turn, it is known that the 
Harder occupied Hex H7 during the previous (23) 
turn. Kume's depth charge attack at H7 on H23, 
therefore, hit Harder on its bow. The Harder had 
fired torpedoes on the turn previous and 
subsequent to this depth charge attack. It could 
be no deeper than 1 25 ft. on turn 23, otherwise, 
it could not have risen to the maximum legal 
depth of 100 ft on the next turn to fire the 
torpedoes It could not have been on the 
surface or at 25 ft., otherwise, it could not have 
been contacted by sonar search. At the time of 
the depth charge attack, it must have been at a 
depth of between 50and 125ft. Knowing thedie 
rolls for each attack, it can be determined that at 
50 ft., the Harder would have received two hits; 
at 75 and 100 ft., it would have received three 
hits; and at 125 ft., it would have received four 
hits. If the Harder was at any depth other than 50 
ft., it would have received enough hits to force it 
to the surface. In this case, it could not reach the 
board edge in time to win, since it is not 
permitted to move until it reaches the surface. 
This would take three turns at the earliest. 

Therefore, if the Harder has any chance to 
win, it must have been at a depth of 50 ft. at the 
end of turn 23. Since the sub fired torpedoes in 
turn 24, it must remain at the same depth of 50 
ft. in turn 24. In the turn of the contest, the 
Harder could have risen to 25 ft. or dived to 100 
ft Any depth charge set to explode at either 50 or 
75 ft. will have at least a 33 1/3% chance of 
causing one point of damage. This, of course, 
would stop the subs move until it reached the 
surface where the escorts could block it from 
exiting the board in time. 



Sequence 
Previous of Movement 
Ship Location Speed Movement Order Depth Charge K Gun Depth 

14 either 50' or 75' 

K4 

G4 50' or 75' 

D5 

50' or 75' 



ENOKI J4, die 3 


3 


1 or 2 


L1L1L1 




SADO F4. die 3 


3 


3 


R3R 




KUME G4, die 6 


3 


1 or 2 


R1L2 

















OPPONENTS WANTED 



OPPONENTS WANTED 



OPPONENTS WANTED 



Want Pbnoppma lltfWQW IlKlganws Send 
l.sr tin M (lamn Th..,™,, rWiina, (U I. Box 17, 

CLtlnmn, AL JSOiS 

Hivr games, will tr*iel r Fspenenced. rnalure 
adult, 2V. -inks adull III cum pie Ilium in Aritaaa 
Arsenal includes mini games, (a sorites are .IK and 
dlnti Challenges *£ieome. Bill Hum, «0'.- : \ 
Colorado Ave, Winston, A/ W047. rMU-:;ils>. 

JJtt? 

■\H| -i." VsH -;:■ iMihciiiirfrmhMK \<ii ssiirijll 
supplementary ruin Kaied •ippiinenrs eroty. Will 
plaj debet snie. P.S Bill, tod address Please 
write Jadie Matihirsv. Ji . Mil r\Jagn.i]i;i Si 

Comma. AK rMH, IWI) K<.7-nft.3s). 

Slop' Read 5? I u finer until you've read FEB 
J (Hiking, lor gurnet ai OCC CMHS. or Daw 
J.H lotVirmaeliih U«n»0lridb«l.2|iB'0aiV 

Aw., Cot 11 Mesa, t A 93627 

We're li»»lin|!f.ii jili.ific inlcic-lciliii jrnnlivmjl 

Ut cl uh in the Fairfield area kos 1 Ii lessen, it Bel 

A.r fiTtk. l-iiHiCJd.t-^H^IJ, 7|P^JJ-^^ 

liarier new In !-i Si seek-, appomnli lur III Suh. 
SI.. PI .•*■*) possitile referee phm Sub? Call after 
7:00 pm or weekdays Ronald hmaelstein. HSU 
Uarden Druse Blvd., Oardrn lirnve. CA WH.1, 

TH-l.n-ntHJ 

AREA oOOntu-cnmer desires Kneg. phm lp.uk 
rules, vim pick ride. Run Gregory, Bo* JtiiT. 

HajrigBjM BBKkCjmfl 

16 yi old *..llliUny>nriin HHaLntf Fullerlon 
ihi Have mm *H pmc any) paring II 
middled contact Raruts OHara HNJ Chohirt 
I ii , IjH^u. CA WC'I. ■iK-l!<jl,j __^^ 



Opp.inemi named Will pbi moil games hul 
warn l>: ptaf Mid ft I in Mill Valley. CA. Carter 
Cnllins. lit. I Ridge Ave . Mill Valley. C A 94941, 
JS3JI4J 

liiini.r l...iik.'nj l,.r « >ji fii .lit 1 1 :> fi All gallics 

TRC. SST, Aleaand oirieu h if or pbm, Harold 

lljiri.cn y$t) Suinnit -W . Vujrl,.! \JJ5WI 

TJ7-57W_ 

Oppunensi thawed AR F A 900 wants ana rated 
nppuflcni. Ill aki on anyone HI qi patsiMs 
pbm hat-nriicsarc }R, SI.. L also have (7AF. tlMy 
RW. SSI Jim Con 3945 Terracing Riverside. 

CA tliOti, \J\4f SM4-Wl}> 

Have Par I her. will overrun AREA IHKHPms I 
Desires phm Pan Fif if near Will arisurr all 
Irlleri. 940f* 01 and 01 shiisw thyiell RnnaJd 
Aniguei, Vlil CmLmoor Dr. San Bruno, CA 

Wum. W-ti7i)J. 

I* yr old SegmrKT i«k> opnivn^nii li>r phm PI. 
Will riTinh ill games. All leiiers answered Stan 
luecftk, I1H Kitunai Place, Sunnyvale. CA 
wa; T'd-:frMi. 

vlTr 1 WAS gjmc pUvn train Kcsauri-eEul 
Try nriuli Al»i Mid., I.W. Fll only. Never 



Fif SST Tic. Was. VITP. 1776; PBM VITP, Wii. 
|77ft Havcjyiicmv Cintit Idc. 40i*S Vakniia. 

lknvcr.<'OJ30?.P, 7T|-g4»2. 

WaTilcd- phmt-nk forkrieK Will play any map nr 
rule vamlmiu "r j-ii pick Mde Jtllrr^ [■ 1 hum- 
Ion. No Bulklry Dr Kjirlield. CI 06430, .172- 

TTcl 

Adull 900* f lieu 1 weki III rated or noi. pbm riicdl 
only' AIW. DVTV. TRC, two limulUIKOIH 
twblfhed iHte* in janir ^Iccitd *|l kttttn an- 
rwucA Fred UrnilELn, 9KI N.W. 9th St,. Boca 

Riian. FL 3343:. i.Wii 42K-a>li0. 

WajiurrnT! 1 I need iipp'ir.tni' 111 ft-i I'l I „i:, .i 
prelly good player but don't be icarcd Fd BihiI. 
211! K.t. 33 Slrcet. Ft Laud . Fl 3330ft. 77IS- 

TM7 

F.xpcnencedi player of college age dewn (if 
opnnnrmi for raffdy of hoard gamn Serious 
players please eaatKt Pete Belli, 206 l*th Aie . 
tfc Indan Rjefa Btarh. Fl .Uj.35. jjgMOW 
Wantrti .,pp<vnen1 In plav 1R. RB. ?H. M . •>>, I . 
AIW Noi im fatrf H»ve ill bul AJW. SST 
Danny Duitb. W26 Vibeftoa In.. Km.mmct. 

Ft, 32741. M6-4Z42. 

Atillll «Lli3(11[i.I (j[idcnanand(>alLniJ h. i r >1 , lur 
pbm 1 RC tir LW Prefer Wrhrmachi ildemTRC. 
Yanks in LW Have applied lot ARF.A raimg 
Frank Croton. P.O. Boa 2073 Orlando. Fl 

: t?M02.lMS)43]4i)J0. ___^_ 

Average player 2f>. has AK. BB. 1)11. Dip PI 
Prefer flf. bul will phm Favnr^amei wiih umple 
meehinm akin >o Mid. lirarj War Rill V. ,:■.;■ . 
NO E San Cvki Dr , Port Rfctaf. FL u "'^ 
[ HIM H* 1 ]-^.^ 



I reed lo play SSI. nihcr pbm M ftf ]1 yr- Old 
novice NotriM.*ilir.n. ! h 4 ,lli BT >lt» Willtryltf 
Whll VLmf rBlDHM. Tintuihy Ijimhert, M.M Temple 

St , SarjM.la, Fl <-Wi. MMHAl 

14 .i dU loLikmg for fit in WSIM JH, PL PB 
SL. and man> Mown. Will phm PB, DO, prefer 
someone rear mv BM age David Ho. 4.7S Bavou 
Cl si W,merli.ntr.. H .VtMl.i. {HI i I Nvftill 

Arc llim *ny warpirning ami or WHS Any 
plant n nart one ip ihc luiure 1 M WaBWBWti 
FTC I, Curnrrj CKmiQn. CSS Whipple OF. 

I063). IVml H Jf lH.i. HI _^^_ 

wTFTrJVv;,"l"e=, ". "needv M llpr L, nt nt for .A rf . 
I.w. PH, PL. SL. TRCorAIW Rkchard Mellon, 
ItIO \ Bth St.. Boim. I[? H.3TQJ. [TQIO 345-JK4 
Dpponeni named Ah almost my AH «argamc. 
pl^m alio Erie Vigil 9\ 5 Seolt Ave . Barringtnn. 

II hlWIO [Jill JHI-2672 

St. Loin Metro- ha si resident rrqu.e-.lv jns miiihis 
lit iippnnenl lo gel in contact Will plai anything 
hTii UKtkmljUMl David Murray. 21.3 Anderson 

l^ne, Api A. Belleville. II fr^Zl 

Neril niLiie gamertfor mvlli-pLaver >R Hive tWO 
m H.rsxdj.k-Flmtinrn ar «. need more Plea« 
cMita: Quy Etiadari, 1500 Ai-»od, fcrkelev. 

Ii H3H3. i47-K[M. 

F'hrtli KM - FiiM len pU%er Ih.i lv.o gamey Send 
SASF Mark Balta^ar. 54.1.1 W Dak in. Chicago. 
II M>MI,M1Ij28<i-jJH^ 

■Mil A I SV-* p I.ls er wi.hc. lis iiryanifc j -.Ic^tr iiyjc. 
bin use lor inl.v ivini-ernind slrategy and lac ties lur 
| .■:■■-"' li.v i, ml* rmediaie and advanced jume 
Send SASE lur deln k. Ken Sdko. 5903 Nontl 

Campbell. Chtc.iB . il, II. OfJOJW. H.JIJH 27I-24H3. 



-.-lie plj.C 



,ptn,',. IA-_.,,!ilL.,[..^ 
or VHP I am 15 Tony Zaputtl. 60 W W M:h 

Flaw. Chicago. 1L MJhlft. ifta-OI4h. 

ARF.A rated I laemul AAA 921h 11 yr old wtuti 

someone ol com para hie skill and age lophm or ftf 
a game n| Alei.or AX Brian Albert HRafiBo* 

m;. i^jiui. ii r%: ; ]i. wM-ftw 

Vs'jriled !,-i jiIj'. Ruled phm Alev \K . RW 
[Seenano 3-5 advancFtJ, or SST [Scenario |4 | 
play lerran], alio ptoy ARFA ruled ahuigi AAA 
>*CXI Koter Albeit, FIR b. Bo> 342. DevaEur, II 

b2J2l.<2lJ|8M-3.sB9 

3R. WAS. Ale*, Lac, DD, ftf SST, PL. need 
opponent! (ait. Todd Olsisn. P.O. Bon 106, \ 

Henderson. II <.I4A6 {309) 4M-3.174. 

Phm AK.BH Caesar, Wat. ART A. irnon. ARFA 
sunn. VV-.ii answer all leticn. Will fimih all 
games Joe SttSn, IM Washihgion Blvd Oik 
Park, H «0.Vj;. J60-I34.1 

Flf oppiincnl. ■A.in:e,l in '"pr.r.jiftrld. [I J re a lor 
SL. CO.L, PB. PI.. AIW. BHU, TRC Steve 
McNeil. 40 I W. Conk Si.. Spnngfield. II 62704. 
<2|7)7)t9.Q276. 



MV All letters iinsueirJ Bruce A Fangmeierr. 
«2K Ash Si., O^aee. 1A MWil.f^lSl TJ2-47SI 
PS ftiaiehutit Bra«, phru tnLrtiaminn.and Inn 
coiiClM'sjireitlUpaeiorcnirphW.plsy-shjlhirig- 
*ilh-su(ll-. enl-inlcrcst Iricndly compclitinn club 
Wnle; Bob Franklin 1322 ThomaiDr.. Tanta. IA 

iim (3iiHK4^iaai 

Need guild III opponents Will leach ot play any 
>IK published ;-.-:ri I am 27 yrs old and have 
been gaming FtM 9 years. Stoil Jewell. 100 
Chaleau Ril ail. i |.hi:ii.i LA ""!'■" (S04I HM- 
SITJ. 



RSi JBSS i 



: meet e«erv W'eJne«Jat 
night to play and pLayiesi gameianddeiigm. Call 
when yuu hate a moment Richard Cuccia. 4725 
ChailanlSt. Mela i tie. LA 7U00J. liMlliHV-OJtMi. 
I need a r.„r, for PFi and SSTphm I have Vlt 
ARFA WO I have been playing lor 4 yeari I pick 
iirJc Peter Van Woollen, III Wren St, New 
Orleans, I A 'tll2i, !H2-fi79K 
AREA memr>:r(JWOl»i»h« rated pbm games, ti/ 
AK,B&.Ehir.DD 1 Ft - 40,GerW.L.W.PB/CiBd, 
TRC All kmcj.9 reitueili s*ill be honored John 
M Do»hr>g. HO UrtaP* Pr . Whcalon. MR 

2090& 

Aduli gamer early 30': ne* in these ga.mei treks 
pbm for Anr, DD77. PB Innermediaie level 
player plays for enjoyment will finish all games 
Bill' Romanieeki. 120 Augsburg Dr. Alllebora 
MA S2703. [617) iZiP-O-137 



Warned -dull ARM rated PHM opponents lor 
Ceffri My mrjBj ■■■?:, David MrH.orm.iek, 54 
Seadttef Uac. W«l tumstahic. v. ah;^ ■■■■■:": 

3fi2-904ti 

<iLiod \fr yr old wjnts pbm loi SI , PI and Tic 
I'm unuted Any information on war gamecluhs 
in Souih Kasiern Mil Sean Biggs. HH Dorehes 

rcr. Birmingham. Ml4m*:x .-,;----|.i-; 

I nested aj-ull uargamer s«l>s phm opponents 
bw PB, AIW, RW, Dip. and others Will answer 
mail from UtywfceTl ^lm seeking »arjam« clubs 
in HIJ are» RifhaTj Minkowski, 11403 M«.nn, 

DtltoK. Ml 48139. 

Aueni.iiin Ml mrpMn dll Pun Huron am 
gamers are invned lo |ma BLUE WATER 
GAMERS All lantuy. sei-ft and hoard gamers 
are M&UMK. Call Clifl Johnson. 2533 Riverwood 

Dr . Port Hum n.. Ml 4*0«l. VUl-Wn. 

T i*o gamers uishTaird phm Bin; TRC.An/.PB. 
3R, Wai, alsoSL, VHP. AOC, Ale. il vou hase 
lystem Rated 90B\ phone or write Dase 
Unghorne. 1749 Bro-Mor, Sagmaw. Ml 4W02. 

-C JI7I 7°>4J»i 

Mm WW from svargsming lot ID years.scck> ftf 
S.I . AK.BB. Mid Pr other Am rusty bul consider 
myscJE a belter Iban average lacfttiari. Pal 
Campbell. 13350 Oak Glen Dr. Sou In He Id. Ml 

4H-034. \*\>> 3»-?3^ 

ARFA I44(i phm Anr. raied only TRC. I>U. non- 
rated Any gamers in Fargo Mcorbead area? Call 
after 7 Need some FTF Donald J Schifl Rftfl. 
Moothead. M^ 5tjSW. [2181 23 .3-7 JI30. 
Wanted: Top-grade Allied opponents I'll Macro PI 
in entire world Greg E*ald. .359 Ramus HL. St. 

Paul. Mb 55102. 22b-J^9 

Wanted: Di? 7 7 . .fui WSIM I oh Gen Issue Vol 
12 i'.''. Vol IN T] including all inserli. orig or 
xerox. Send hsl wiih price and cond, Chip 
Mennn. 1654 Oldndgc Ave N. Snllwaler. MN 
SSOia(fct2)4.ib-3-bW. 

Aduft gamer desires phm ftf Dip. KM. Orig. PB. 
RW. Tie. 3R. WSIM Enpeeially mieresied in free 
or cheap muln-player 3R. Any wargameri near 
Colurnbui''Gene Boggeis. Star Route, Hot 220-6. 
Columbui, MN .w-oi. [601 > }j7.t,55S. 
Pttm cash, and iioh ca-h l^udijinemi siaitinj in 
Chtaa, AK. DI>'71 Entry in non-cash bourna- 
menu free, for more inlo contact: Robert Shir lev. 
2IPN 1-osicr. Itipeki. MS 38*1)1 . j6t'l 1H4J MN 
Am liwming g.irrirrs club in Hillings jre.n fl 
intereslrd call me Will also III TRC and PL in 
game with anvone in region Call Jack Amman. 
250HNonh6ln Aie V. Billing*, MT MIDI ,f406| 

259-6956 

AREA Hied Pi.1 g*m« witha m phm AK flay 
rated games only Gale w Pfund. Mintor Hill 
illO. Kearney Slate College, (Ccarney. NBM447. 

(JOB 2.^2Qb¥ 

filopp for SI.. A(H 3R Will plas , our 

■erage player Cilenn Nelson. Jr.. 

h Sherman. Neirih Plane. NB 69101. 



safe 



1513 : 

3JM2JJ 

SfiJss-iv -ill liOlpifephltl Mid Pirvrfnllk 25 (tanlrs 

in progress SASH for inlrsrmain'in Kich Mclei- 
liere, IWJ0 Olive St.. Omahi. rtt Hi 1 3d. (40li 

Wi-9332. 

ARFA rated ABU 1135 »jnl- phm in I w. w,i.' 
PB Abo anvone *ilh tytUM lot pbm AIW. Mid. 
PL. BW, 177b, SST. WSIM, Jut P J florian. 
2216 Fair Ase Ijs Vegas NV WIQfr. 
Phm Dip in monthly tint Rumania 4 Issues lor 
51 Tons Waiion. 203 Minnesota, Ijs Vegas. NV 

K9li>"? K7M-7711. 

Help 1 Meed gamers mst gamblers' SI.. COL PI . 
,3R only TirerJ ol ejobhering same oppijiseniv 
Seed ehillenge Will irnvel PS PhoV or Jer K y 
area Brian Manors. 133 S Belfcvue Ave. 
AllailtiC Cily. NJ 0K4OI. 16091 348-9212. 
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n uvants pbm player^ 


fnr 


1RI. , 


AK. Bin/ 


HH 


PB. SST Will 




all 




Jon Gaw 




30 Weslev St.. 


'lilhin 


MJ 


P70I3 












Jr-lll 


erses Wl 




ers Assn Club 


hhrxr 


.,i 




■ourname 




nore Mcmhcrsl 


P 5vK Call 




le \l,i:i ) 


M 


>or. 437 Flmora 


Ave,. 


m 


ftuabelh. NJ 0710H. 
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t pbm club and compete in pbm leagues fu 
Grad, AK. PB, Blio. others Also wanted, 
artieles. griphies and contests for our Vine Mike 
Stephen. 2 Desmond Run AH2, Sicklcrsillej. MJ 

0SIWI.1IW9I N>5r.w: 

AREA rated player needs fresh vicllmt 1 Flf *J W". 
PL. PB. SL. others in Albuu -Vakncia cc-utity 



area Any clubs at l ! \W Will enler in tall JeH 
Cunn. P() Bon 2«. New Uguna. MM S7U3K. 

5i2-oll i 

Aduli nnshce AREA l.'W sseks teliabk oppo- 
nent(>l lor pbm TRC and DOTJ ln d fl) J Ut". 
0DT7. WAS and KM Prefer opponenls ssrlhm 
NY Thomas R l.ongley. 13 Beach Ave . Auburn 
N) IHi:i.l.3l5) :53-5j.96. 



Phm only BB Applied A Rt A E beginner w, s hto 
play another bcginnci Please give Akt A rating il 
vim ha<c one Would like la rale game Bill 
iir.il;, in 441 Warrington Ave . Pgh „ PA 15210. 

■1I214HK-92EW 
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seeks II! opponents 
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otmine Would like to joinv 


uh 
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1959 McGraw Ave 
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ron*. NY 


IIMhJ 


am 


97^2004. 






Matu 


■ Kiir.: 


seeks excellent pbm 




retift'T in 


PB.P 


ttfl 


very good itoucbuoH 


ut. 


I'll chouse 


■itk 


aseph 


WflttWtkj, S45 Ken 




. Buffalo. 


N)' 14223 









Seeking oppimenl around West Che' 
pbm have SL., PL. Tofc. IRC, J>D. AOC. Mid, 
BB. much mure. Will pU> all WWII game.*mlh 
Raj J. lapio. Bo* lU.liuldens Bridge. \Y IllWh. 

[914)232-724)1 

Average aduli 1 2M- AHFA seeks pbm uppo- 
ncnts: AK. Bin/. DD. 1776. TRC, Wai FHorpbp 
Grad.Get'77. LW, 3R, VI 1 P. AIW. PB, PI, 1914 
Don Carter. I5TO FWI> Road.Ciiand Island. \Y 
14072. tT|A)7Tj.T->16 

htf sunted especially Ikj CICAE, RW. SWIM. 

AK. bui »ill play an; game Sick Galanrie. I"^l 
Hoi Wasrt Si Mam nrvilk NV I \*W. iftt-rUlK 
W^THedftTopporsenTslorlHoiKM Iaml4anda 
beginner Timothy J Keeler. 4636 Nelsun Road. 
Newfano. SY UIQh. |7tt) 75I-64B5, 

Amdrsperalflor opponePt" 1 4 vr old w.tnll ppm 
AK. BB, Dims, TRC. flf others All .mjuines 
a B aW WI Bti Any chlbl ejH Suffolk. Counly' Gary 
Lee. 224 Laurel Hill Path, St. James. NV (17(40, 

1516)979-6753 

Ftl opponenls warned in PB, DD. AK S-nr fun or 
blood ARFA 600 Waul lo team PI .AIW. SI . 
TRC. and others John Lemv. Baa 41, Miller Kd . 

Rockwell. \C 2KI3|k. (704,1 27v-1223 

Slill undeleaied" Only one draw Experienced 
gamer seeks new opponenls Will fight almost all 
AH games 111 Mike Fo*. Rt I, Bo. 280-G Vilas. 

NC 2K6J2, (7Q4) 297.27QJ ^ 

2» yr old gamer desire! ftf c^mpeiiiiun in ihe 
greater Cincinnati area lot almost any game 
Mark J Gullreund, S323 E Knell Cl «I02. 

Cincinnaft OH 45:^9. 54I5H49 

Aserage adull plaver wants phm opponents lur 
TRC Bulge, would be inEcrolctl in III in Toledo 
Also have DD, AK, PL Ray Hoy. IS0H r ^ 
Western, Tnledo. OK 41609. |4I91 3HI-I335 
Looking lor AREA rated pbm players Tor BB or 
'Grid. Everyone teems io be refusing, Could il be 

. that I'm belief than I knew!? Gary W Jotan, 453 
Wj.erly VE, Wa„en. OH 444». 3W-4MQ, 
We're still here! All high school age "atgamer-. in 
■ he Pauls Valley (Jamn County area our dub 
meets weekly All boardgamci and rok-playmg 
games Brent A Capps. 113 Remic Rd Pauls 

Valley, OK 73075. 33IJ-3H4II, 

I'm looking tor .i beginning opooDcal lor SI and 
advanced opponenls lot TRC. Blilr, AK. "Grad, 

■ BB, and. Get'M All Idlers answered Vou pick 
skde Ray Bouvicr 39.WS W 99lh Ave.. Portland. 
OR 97125, 297-3491. 
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"vVjoicd oppnini 



l Tpr small group. Hate seteral 
gamescirn learnolhers Prefer III Canlearnpbm 
(Inly limned travel ability Ourage IT, reasonable 
skill Karl Flte. 74 Club House Dr. RDai.W 

Middlesex PA 161 <i9, 1 4. 1 7 . <X3jaJ, 

Would like to join in siaii muin-plnier pbm 3R 
No area ralmg, btlt 2 >rs Bifttitnt* in }R Will 
not quit or delay fame- Daniel P Tongas, 1 ft 

l>untjn Si , I'a sstmikei . K\ o:kM 

Mew AREA 112001 »jnts phm IRC. I>D, PB, 
Fr 1 *", LW, PL. you pick opiums we II plav both 
aides with same options Barney Ricra. 1512 Dak 
Glen Cl. Atlmgnin. I \ J60I2. (ft!7> 277-'D7ri. 
Aduli i'p|Hinern warned I have been garniiici li<i 
2yearsandfavorSL.and3R Filonly N i ARFA 
rated Robert Gallem. K4O0 Nairn .■-:■;: ( Hrui- 
iL.n. 1 \ 77074, |7|1; s»ig^37 
I *ant lodcfrkl ans iippnrieiiL in Kngg. I W. Mid. 
PL lob. all phm. Phone il wilhin 50 miles Any 
clubs ...m; Dallas. TJfl Sean W. Collins. 714 
Fc-resi Trace. Rockwall. TX 75087, 1214) 722- 
3601 



Warned Vol 


|1 34 


il ihe (reneral. nng 


j.,,,,,1 


eond only An 


ynauc 


nahle price 


paid. Brel 


Jotti, 


3761 Gram A 


T.Ap 


J, Ogden, 


l:t iU40: 


iwn 


39 3434 78 












preferred 






rated, lniere.i 


d in Rw "Blow 


v April. " 


flTP, 


npiCI 2nd raj 


OptlQ 


ft C harks RulhetlurL 


.I'll 


Bon 101. Mori 


J"---', 


VA iai« 


imi4(449-n7JI 



Auii fif and* phm opponent! w*Hie3 for ihe 
following wargamei: Wat. Sub. VITP. SST, Til.. 
Grad. RW. AOC. BB >oi AREA rated. Harold 
Roberts. 317 S Nice SL, Frackville PA 15931. 

|7I7; K74-II16 

Adult seeking lit opponenls in Harrishuri area 
Acquamlcd with mtisl simulation games Ray- 
mond Wclciiyn. 140 (ownsend Dr.. Apl 8. 

Hummclslown. PA ITO.le. 566-2610 

AK. AOC, Blltr. nr, hip. fV'40. CeiM. J«T67, 
Krwa, Mid. PL. Gj-ad. Guad. Tac. TRC. 3R, 
VITP. WAS. Wai, WSIM WUI plav (ll or pbm 
Michael Wandnhin, 204 South Union Si , 
Kennen Siiuare PA I934B. 444-5295 
LW. phm AREAlllOO-l700lonEs I our in Ads. 
prtfer Ger. rjui will play Amer Option Rule 
iBaiic] "A" l 1 ), F.rneii Cvnkovic. t.i; Poi house 

Rd„ PhsscniMilk. PA l9aWi, ) ;]5>933-0363 
Philly wargamer leeks til oimptim™ (ohlyl t„ 
play Gett'77, JR. Will kirn and play others 
Conlact. Casey Krakow-ski, 3I55 Mercer St.. 
Poila., PA I91J4, (315)426-2173. 



Looking lur ftf wargarnrn in Easii 
ol Virginia and Maryland I particularly like 3R, 
PL. TRC. and 1776 Bul play mosl AH games 
Ruben J Beyma, Wallops Flight CtUT, Quarters 
HUH, Wallops Island. VA 233.17, {1404) i24-4|5h 
Adult opponents warned (AREA or not} for pbm 
1776, AOC.in!trm*d.G*ii'57.}H | have iysiemi, 
or wj|| try yours Jeff Alsdorl. 15l(KIIJIh Ave 
V-W, Sealtk, WA9BII7,|2WJ78*-2l4li. 
PUytri wanted SeatlEe area groups. Dip enpe- 
cu II y, a I! Amds (if board and miniatures COIand 
muhi-pUjrr games vogue. Big on summer 
convenuons Jack Wells. II HBO !9th Ave 
\.W.. Seatile, WA 98125, r|J0e,| M24J726. 
W'ani ftf or phm opponenls f.sr Gei'64. AK. Ales. 
CJel"77. Wai. Chan Not a rflicd player hul want IO 
play against all who will answer A B CcVBeT, 
142'.; Chkilei Si . l. J Cr.»,c ; Wl 5WJt, 7K4-B4 3; 
SvlBMAKINE Will monitor phm games 

Would also like lo play il you have a mumtot Will 
also monitor JUT. Am rated adult 1400 Donald 
Chinnery. Rt "2. Bo* J26C, Waupaca. W| 5*981, 
17151 25H-.3553. 
Hi mosl AH games, many others Age S '.HI 

Below, 519 E I mcoln. Rucnon. WV S150I, K5b- 

27111 

Warned rated pbm for Blitz, [ID. juii apphrd loi 
AREA riEirtfj. 1 nevee c|uit Al Short. Box 401. 
Cochrane. Albcm, CanadA Tulo*o. 440.1) H2- 

54M) 

AREA 1500 i Pros | seeks adull oppoisenls for 
pbmAK, BB. Wat Also comae! for inlo on local 
club opera ling lower mainland Sob Smilh, 980 
Hampshire Rd , ^vnti Vancouver, 8C Canada. 

V7R |Vj lM»|9S7-t.;g|. 

C411 Pip Vine posilioni open. Americans we]- 
( U *i Bill LaFotie. 2 Swill Dr aJ04. Toronlo. 

Qnt.. M4A JA2, 759-2902 

Despelale! Need flf and nhm games Cat. SST. 
KM. 3R. WSIM. Magic Realm Will phm all hut 
need isstems Glenn Sellar. 620 Colkge Asc W . 
Guelrth, UNI MG 1 IM. (519-5615. 
Isn't thete anyone in ihe Monifral area ihai pLass 
any AH gamn q Saia Toufean. 5225 DrCannc's. 
Chomedcly. Laval. P.Q. Canada, ;3U] 6KH-Q657 
A.v. ,ih:v .- :n' ..i.|:..r-.cdi. in SisltatiMin or i-ural 
Sask Will play AK, Blili TRC, PB. PL or DU 
Jerry Olynuk, P O Bos 149. Middle Lake. fiuk. 
SOK ;X0. 3*7-2404 

\n;d oppi.nenls 1.1 kill in IP. 1 p|a> AsiS Will 

answer 111 lellcrs Vou decide scenario Your 
system or mine Claude Seidman Bo* K277. 

Ponce, PR 00711 

Sin garni re garner looking for pbm opponent 
DD'77 Also pb Does anybody base system for 
SLandGe[t'77[AdvTlNicholaiJ Olah.BlocfcA. 
216-K, fiemenii Ftoid. Singapore. Ztp-S. 



F t sale Guad, I9N. old Anno. Ger'67, UB, besl 
olfci reLrived wnhin 2 months Roger Pillion. 
PO Is.-.. 769. Fairfidd. CA 94533, |707) 47.9- 

9561 

For sale I'B S-15. Gen Vols 111, I I ff4 missing), 
and \2 Sell by volume to highest bidder 
Imimmum bid Sift, all mint conditionl Andrew 
Kwan,4IJ2 Salacia Dr , Irvine. CA 121 It 
Wanted I emars rompleie game in giiod. eondi- 

tmn Midhad P Miyka 3M Wrietj, Po,m Rd . 

MiilorJ, C\ lHs4 0tl 

New origmul ci.mpulri propii.io l.-i I KS-KO Pet 

Apple WuftUtK AH loh. spjte pmu, Rupert 
Corp 6701 Sirtims. HiillywtHHl. FL 33024. [JOM 

963-1 gtt. 

For sale: |2) I9l4fsl tttv- condition Generals Vol 
ffl-5 to Vol 11-6 Send SASE and make oilers 
Ron Rogers. 122S Franklin Bl.d .43. lalljlvass- 

ee, Ft 31.101. t904J 224-BH04 

For sale: 29 good 10 mini condition Generals from 
Vol 4 No 5 in Vol 10 No 3 Send SASE for lisi 
and prices Harloss Sievens. Jr . 54H Michigan 

Ave. Evansion . II.. 6Q203. 

Ujmed Ti,; K i„. L ls;.iv...id p:i..'h!vLiK.ir(,en Vol 
I. N . 1.3. and 4. and Vol 3. No. |. Also, will 
iii.de good eondition 1914 lor Dispatcher. Air 
Empifc. R Nicuchess Roger Easlcp. ITI20 
Hoskm surt Rd , Pi» olesville . MI>2ti8JJ.9T2-7179. 
For sale Classic AH games *. Generals Send 
SASE for complete lis) RoberlA McGregor.441 
Churchill Rd . ( lirard. OH 444311. ( JI61 S 4 MW 
Forsake: 1914. rscellent nod one very good Also 
one copy Quad, very good condition, ficsi offer 
Warned' pbm. Pan, area rated or not Mike Got!'. 

2^.1 Uaics Hd. Wuo itet, OH 4*jvjj 

Trade Give me <iuad in gmid condition and you 
(boose as much as you wanl (rom !ij| of |g [-.;<■ 
Send SASE for list Woodv Davis H34 SW 10th. 

Newpon. O R 97365, (503) 16 5-9015. 

Wanted: Giiad. «r 1914: Musi he in gnod 
.i.i'lI Iii.i; (mi pans missing), mil pay reasonable 
price for one nr hoih. Brian \nndrr. Wuherow 
Rd RD 3, Sewicaley. PA 15143.(412] 74 1 -4Q7 1 
:-'„.■ sale Air Empire W> or rsesi .IV: Gell'nl 
(SLjjiffJilOO or besl ofler Both are mint 
condition, unused, unpunched counters, like new 
David A DeVi.ni. ?[■* Dewey, Ann Atbor. Ml 

4b 104. jjl.1] 662-7414 

Wanled: The General Vol 13 "6 including all 
insert* Name yout puce Will consider V-s.-i il 
absolulelv necessary i in v ."viti 21 Devon Rd . 
MiJdleiii'wn. SJ CT74K. [Ml; 671-0099 
To buy: General Vol 1.1 No 6 Will go no higher 
than S3 0(1 Doein'l have 10 be tn good condition 
Juil want SSTanicle Marc Genbcrg, 59 Welling. 
ton Rd. Garden Citv, NV 11530, T42-0QS6, 
W'jnied 10 bu> |9|4 in ne" cond Anything 
reasonable Wayne Brc-w-n. 4630 Pine Ridge. 

Houston, IX ^ty.w, i?|j,HM.|mo< 

For sale 1914. Gel 64. never been u;ed Send. 
SASE please reply before 5 15 79 Alio wanted 
General hark issues Vol I and Vol .3*1 William 
SCOW RD 2. Bos HO, Waynesboro. VA 22980. 

[TO] 941.5727. 

AREA rating primed in July.Augusl (978 
General was erroneous I am rated 1200 [con- 
firmed by AREA iec.riiiic.Hui). PHM AOC, DD. 
3R. or row choice Robert W Lidaren, 4613 
Whitchorn D1 N E . Calgary. Alberta. Canada 
1 I V 1X2. 1403) 28i!MM.s. 

WametJ The General hack issue Vol I 2 No 4 
as new condition. I will pav SIU Arnold Wood, 
447 Easi 6 Asr . Apt 403. Vancouver BC VST 

FKr3.S72~4l9* 

Isolaied wargamer interested JT. BB, Blilr. 14, 

DD. warns hack iisues Vc,| IM before Vol 1 1 a* 
including OOttattTI Win return etaalj designed 

hoiostoprl*) ot cash Suie dat* of pfsct All 
iHlen answered. Nick Kuik. Ds Man. I.iilh 
KiiigWeg 20, Zaandarrt. Nelhellands. 075-165)14 
Wanted io huy volumes rune to eleven inclusive of 
The General Will pay lur originals or copies 
Originals prelerred Ruheri W l.idgren 4423 
Whilehnrn Dr.. S F . Calgars. Alberta. Canada 
TIV 1X2 1403) ISM293 

I iirgrmlv want 10 purchase Ihe I nllouing issues of 
ihe GENERAL Vast I in 1 1 I si 1 1. Vol 1 2 rJ4, and 
Vol 13 "I, and 2 Robert W l.idgren, 4613 
WrdUrMVI Dr, H.E., Calgars. Alberta Canada 
TIY IX1.403-JS5-4793 

I ;irge fLilSetlsim liii vj Ic ' I del Lid cs m.ihs 11III-11I ■ 
pnnl games WlilC loi hsl ihticlude SASE. if 
possihlel. Andrew Webbei. 4 ;(:,..:(■■. -,. ftd *6. 
Toronto. ONI , Canada. M.EZ 1V3 



PBM EQUIPMENT 



TirL'd ol playny 50liiaire or humiliaiincj 
ihe same opponeni day dlier day' Ycju may 
be good >fi yata game room bui whdt can 
you do against a good [ilayef from another 
part ol ihe cauntrv 11 There's onlv urte way 
10 'ind out - p*ay ihem by mail' P8M ib jn 
e*S/ (O le-drn dnd convenient lo use system ol 
nlayiny fellow gamers SCTOSS !tie nation A 
special CRT ttnd combat resolution iystem 
m^kes K impossibie lo cheat 1 PBM is an 
entirely dif Furum exijenence Iroro lace to 
(ace play It hds nude belter g^merj ol 
riidny who haue rned il, and all those who 
havt? rfiasrererl it. PBM 15 Iht only way to 
participate IFI Ihe many national tourna 
ments held regularly lor As-alon HiH games. 



Each kit sells for S6.90 postpaid and 
includes enough rnsierials 1 4 pads) 3o play 
virtually dozens oi games, including adden- 
dum sheets which 3i&[ grid-coordinates tor 
those games not already possessing them. 
Half kits consisting of two pads and all the 
pertinent instructions sen for S3 50 post- 
paid 

Kits are available for Ihe following 
games 



-AFREKA KORPS 

■ANZIO 

'BLITZKRIEG 

'BULGE 

'D-DAY 



•KRIEGSPIEL 
•LUFTWAFFE 
•PANZERBLITZ 

•STALINGRAD 
•RUSS CAMPAIGN 
•WATERLOO 




master charge 



AN IMPORTANT NOTICE TO 
ELITE CLUB TICKET HOLDERS 



Guild news for Elite Club members From now 
on yutir Elite Club Uiseounl coupons arc good 
towards ihe Mail order purchase of any Avalon 
Hill game direct from Avalon Hill not just the 
Mail Order only variety. 

Discounts aie applicable onlv to those mem- 
bers of the Elite Club who slaple their 1979 
calendar year Elite Club ticket io their order. Used 
or lost Elite Club tickets me noi replaced under 
any circumstances. 

You loo cun become a member of (he Elite 
Club. To qualify you must place a mail order for 
any mix Avalon Hill games. No discounts apply to 
lhis qualifying order. When placing such am order 



be sure to ask for your Elite Club membership 
card, licktis to insure we don'i forget. 

You'll then ben tifttifflt member of the Avalon 
Hill Eiile Club & eligible for discounts tin garner 
purchaseddirecily from Avalon Hiltevery year for 
the rest of your fife— PROVI DING you don't lose 
thememberhhipcard. Absolutely no lost cards will 
be replaced 

This offer does not include a free subscription 
to the GEHERAL. and is not to be ennfused with 
the initial oilttnng Oliide in 1974 Your t;ame order 
must total at least $50 to qualify you for 
membership and can noi include any game more 
than once. 



GENERAL BACK ISSUES 



Vol, 12. No, 2 
Vol 12. No. 6 
Vol. M, No, I 

Vol. 14, No. 2 
Vol. !4, No. 3 
Vol- 14, No. 4 



il> a limned number of GENERAL back issues are- available Tor S 1.5-0 each plus normal postage and 
ing charges. Due lo low supplies we request ihat you specify an alternate for any selection you make, 

■1776. Anzki, miscellaneous, PanzerblitT:. Chancellorsville. Panzer Leader. Stalin- 
grad, Tactics IE . . , 2,57 
*i Tobruk. Pwuerblitt, Bulge. Blitzkrieg. Panzer Leader. Stalingrad ... 3.10 

- ■Chancellorsville. WS&tM. miscellaneous, Panzer LeadH, Stalingrad . . . 3.42 

- "Caesar— Alesia -5. The Russian Campaign, Luftwaffe. Third Reich. Arab-Israeli Wars,, 
Afrika fcorps. Panzer Leader . . . 3.56 

- 'Kingmaker -7, Alexander, Squad Leader , . . 3.27 

*Arab Israeli Wars -3, Stalingrad* Russian Campaign. Third Reich, War AtSea 3 17 

- "Victory in the Pacific 2. Stating rod. Third Reich. Richtofen's War Jutland. 1976 . . .2.53 



The indeis. below lisis ihe contents of each issue by subject mailer, feature articles are designated with an,*), 
series replays are italicized, and the number following each issue is the reader rating of that particular issue. 



IM, Russian Campaign. Midwav. Siarsihip Troopers, Third 
.2.77 



Vol. 14, No. 5 - "Squad Leader-?. WS - 

Reich. Miscellaneous . . 

Vol. 14, No. 6— "D-Day, Victory in the Pacific, Panzer Leader, Caesar's Legions. Tobruk. . . . 3 51 
Vol, 15* No. I— *Geitysburg-3, Squad Leader, Starship Troopers, Russian Campaign . . ,3.4S 
V D |. 15, No, 2 - • Panzer Leader. Stalingrad. Third Reich L D-Day, Rail Baron. Victory In The Pacific . . .3.44 
Vol. 15, No. 3 — "Assault on CrcEe -3. Invasion of Malta. Russian Campaign, Third Reich, 

Squad Leader. War At Sea. Misc. - . .3.44 
Vol, IS, No. 4 — "Submarine -2, Caesar's Legions Panzerblitz. Third Reich. WS & IM. Squad Leader, 

Waterloo 



THE GENERAL 



The Charles Roberts Awards 

NOMINATION BALLOT 1978 



The following Game and Magazine titles 
have been submitted by the publishers for 
this nomination ballot. These lists should 
be considered as guidelines only. Feel free 
to vote for any game or magazine not 
listed that was published during 1978. 
Final voting will be at Origins 79. 



PRE TWENTIETH CENTURY 

Acre (SPI) 

Agincourt (SPI) 

(Battle of the) Agincourt (GDW) 

Alma (SPI) 

(Battle of the) Alma (GDW) 

The Art of Siege (SPI) 

Balaclava (SPI) 

Blenheim (WWW) 

Constantinople (SPI) 

Crimean War (SPi 

The Crusades (SPI) 

Dresden 1813 (SG) 

Le Grand Empire (SC) 

Guilford Courthouse (GDW) 

Inkerman (SPI) 

Lille (SPI) 

Lobositz (GDW) 

Napoleon (AH) 

Napoleon at Bay (OSG) 

Marston Moor (WWW) 

t La Bataille de Preussisch-Eylau (ME) 

Sevastopol (SPI) 

t Source of the Nile (DG) 

Stone wall (SPI) 

System 7 (GDW) 

Tchernaya (SPI) 

Tyre (SPI) 



20TH CENTURY 

Assault on Crete (AH) 

Atlantic Wall (SPI) 

The Brusilov Offensive (SPI) 

Caporetto, 1917 (SPI) 

Battle for Cassino (SPI) 

Cross of Iron (AH) 

Descent on Crete (SPI) 

Desert Rats (SG) 

The Great War in the East (SPI) 

To the Green Fields Beyond (SPI) 

l.J.N. (SC) 

Indian Ocean Adventure (GDW) 

Kesselring (WWW) 

Kharkov (SPI) 

The Next War (SPI) 

1942! (GDW) 

Operation Crusader (GDW) 

Operation Condor (WWW) 

Operation Typhoon (SPI) 

Panzerkrieg (OSG) 

Quebec Libre! (SC) 



Red Sun Rising (SPI) 

Rommel and Tunisia (OSG) 

Serbia/Galicia (SPI) 

Submarine (AH) 

Tannenburg (SPI) 

t Tokyo Express (TCR) 

Up Scope! (SPI) 

Verdun (GDW) 

Von Hindenburg in Poland (SPI) 

War in the Pacific (SPI) 



FUTURISTIC AND FANTASY 

Gamma World (TSR) 
Iliad (GDW) 
Mayday (GDW) 
Objective: Moscow (SPI) 
Swords and Sorcery (SPI) 



PHYSICAL SYSTEMS 
AND GRAPHICS 

Any game is eligible for the Best 
Physical Systems and Graphics in a 
Game award. 



PROFESSIONAL MAGAZINES 

Campaign (LE) 
The Dragon (TSR) 
Fire and Movement (BP) 
The General (AH) 
Little Wars (TSR) 
Moves (SPI) 
The Spartan (BG) 
Strategy and Tactics (SPI) 
The Wargamer (WWW) 



AMATEUR MAGAZINES 
Aerodrome (TSR) 
Perfidious Albion (CV) 
Signal (JM) 
Swabbers (MC) 
Tributary (DG) 



AMATEUR GAME 

Those games in the lists marked with a 
dagger (f) are 'amateur' games, and 
are eligible in both the Best Game of 
Period and the Best Amateur Game 
catagories. Once again, this is a 
guideline only. 



HALL OF FAME 

Any person or group, Game or Publica- 
tion that is, or has been associated with 
wargaming is eligible for the Hal) of 
Fame award, except these previous 
winners: Charles Roberts, Don 
Trumbull, James Dunnigan, Tom Shaw, 
and Redmond Simonsen. Unlike the 
other catagories, voting for the Hall of 
Fame award II not be done at Origins 
This is the ballot for this award. 



Ballots should be sent to any of the 
following addresses: 

Charles Roberts Awards 

c/o Baron Publishing Co. 

P. O. Box 820 

La Puentf " a 91747 

Charles Roberw .wards 
46 Carleton Street 

Oromocto, NB 
Canada E2V 2C8 

H. Patterson 

'Finches' 

7 Cambridge Road 

Beaconsfield 

Bucks, UK HP9 1HW 

Ballots must be postmarked no later 
than March 31st, 1979 



THE GENERAL 



READER BUYER'S GUIDE 



HUE: RAIL BARON $12.00 

Empire Building during the Golden Age 
of Railroads 

INSTRUCTIONS: Rate alt categories by placing a 
number ranging from 1 through 9 in the ap 
propriate spaces to the right [1 equating excel- 
lent; 5average: and 9 terrible). EXCEPTION: 
Rale item No. 10 in terms of minutes necessary 
to play game as recorded in 10-minute incre 
Tients. EXAMPLE; If you've found that it takes 
two and a half hours to play FRANCE 1940, you 
would give it a GAME LENGTH rating of "15." 
Participate :n these reviews only [1 you are 
familiar with the game in question. 



Physical Quality 

Mapboaitl 
Components 
Ease of Understanding 
Completeness of Rules 
Play Balance 
Realism 

Excitement Level 
Overall Value 
Same Length 



The review sheet may be cut out. photocopied, 
or merely drawn on a separate sheet of paper. 
Mail it to our 4517 Harford Road address with 
your contest entry or opponents wanted ad. Mark 
such correspondence to the attention of the R & 
D Department. ^ 

Game to be reviewed neit: 




Opponent Wanted 25c 

I, Want-ads will be accepted only when primed onlbislormora facsimile and must he accompanied by a 
25« token Tee, No refunds. 

2- For Side. Trade, or Wanted lo Bin ad.s will be accepted, only when dealing with toilet-tor's items (games 
no longer available from AH) and are accompanied hy a SI ,00 token fee. 

3. Insert copy on lines provided (25 word maximum* and prim name, address and phone number on the 
appropriate lines. 

4. PRINT it illegible your ad will not be primed. 

5. So thai as many ads can he primed as possible within our limited space we request that you use official 
state abbreviations as well as (he game abbreviations listed below: 

Arab Israeli Wars- AIW; Alrika Korps - AK: Alexander - Alex; An/io = An/; Assault on Crete = AOC: 
Battle of the Bulge = BB; Bismarck - Bis; Blitzkrieg = BL: Caesar's Legions - CL; Caesar =CAE; 
Chancellorsville - Chan; Crescendo of Doom = COD; Cross of Iron - COl: D-Day = DD; Diplomacy - 
Dip; Dune; France 1940 = Fr 40; Face to Face - FTF; Fortress Europa - HE Gettysburg = Get '64 or '77; 
Jutland - Jul; Kingmaker - KM; Kriegspiel = Krieg; Luftwaffe - LW; Magic Realm - MR; Marnon - 
MarMidway = Mid; Napoleon - Nap; Origins of WWII - Orig: PanxerMtZ = PB; Panrer Leader = PL; 
Play By Mail = PBM; Richthoicn's War = RW; 1776; Squad Leader = SI. ; Stalingrad ^ 'Grad; Siarshtp 
Troopers =SST; Submarine = Sub; Tactics II = Tac;The Longest Day =TLD: The RisingSun^ TRS;The 
Russian Campaign = TRC; Third Reich = 3R; Tobruk - Too; Trireme - Tri; Victory In the Pacific- VITP; 
War at Sea = WAS; Waterloo - Wat, Wooden Ships & Iron Men - WSIM. 



NAME. 



PHONE. 



CONTEST NO. 87 

It is 1500 June 5. 1942 in a game of MIDWAY. The combined 
Japanese fleet save for the five ships of the Yamora group are on H5G 
where they have just completed the invasion of M idway island. Twelve 
zones away in D5G. the Yamalo group is searching for the American 
fleet which has thus far evaded detection throughout the entire course of 
the game. The combined US fleet lies in B3D and is in striking distance 
of the Yamalo group which it has sighted. 

The American player, behind in game points 15-5 due to the outcome 
of the Midway invasion, decides to attack the Yamalo group and sink at 
least 16 points worth of Japanese ships, enough to take a 21-1 5 lead, and 
then use the approaching nightfall to make good his escape and evade 
detection thereafter. He is ill-prepared for his task however, having 
earlier shuttled 5 torpedo factors to Midway for 5 extra dive bombers, 
and now has a total of I0T, 26Fand4IDfactors available for the strike. 

With this force available, the American can be 100% certain of 
destroying at least 16 points of Japanese vessels regardless of any other 
consideration. How? To solve the contest merely draw the number and 
type of attacking planes which you would use in your attack, given the 
Japanese defense shown below, in the appropriate rectangle with an 
arrow pointing to the correct target. Forexample. if you wished to make 
a torpedo attack with 3 factors on the starboard side of the Mutsu, you 
would simply print T3 in rectangle X. REMINDER: The point values of 
the Yamalo group are as follows: Yamalo 10, Nagalo. 8, Mutsu, 8, 
Hosho, 4, Sendai, 2. 

For purposes of this contest, no anvil, wave, B-17, or one-way 
suicide attacks are permissible. 
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SURVEY; 

1. □ Yes □ No 

2. □ Yes □ No 

3. □ Yes □ No 



Ten winning entries will receive certificates redeemable for free AH 
merchandise. To be valid an entry must be received prior to the mailing of 
the next G£A'£/?/IZ.and include a numerical rating for the issue as a whole 
as well as list the best 3 articles. The solution will be announced in the next 
issue and the winners in the following issue. 



ADDRESS. 
CITY 



STATE. 



ZIP. 



ISSUE AS A WHOLE: (Rate from I to It), wilh'l equating excellent 10= terriblej 



J 



ADDRESS. 

CITY 




U.S. SEARCH 

CV CV CV CA CA CA 

Lexington Saratoga Wasp Chester Australia Chicago 

BB BB BB BB BB 



COUNTERS 
CA CA CL CL CL CL CL 

Francisco Salt Lake San Juan Juneau Helena San Diego Hobart 



■*■- 



Carolina S.Dakota Wash ton Colorado Maryland B24B24B12F1 FT B1 B 

AIRCRAFT COUNTERS 



D1 D1 D6D6T1 T1 
T1T1T1T1T1T9 



T 66 F 1 F 1 F 1 F 11 F 12 F 12 

F 12 F 12 F 14 F 18 F 24 F 24 F 24 



F40B1B2B3B3B3 
F43B1B2B3B3B4 



B4 B4 B5 B5 B5 B12B24 
B 4 B 5 B 5 B 5 B 12 B 12 B 47 




MIDWAY-CORAL SEA VARIANT COUNTER 
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be used in conjunction with Vol. 15, #5 of the GENERAL 
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